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From the creators of the award-winning classic M1 TANK PLATOON 
..comes the most realistic armored land combat simulation anywhere 
in the world. M1 TANK PLATOON 11. : 


_ @ Everything here is hyper-real. The detailed cockpits, the thermal view, the trees, 

the forests and even the helicopters that intelligently hide behind hills. In fact, 
it’s as close as you can get to 70 different ground and air vehicles and their 
weapons systems without being classified. 


e Youre in complete control of four M1A2 Abrams tanks in both the gunner 

_ and commander positions. Test your prowess in first-hand combat © 
- or command formations by issuing battle orders and 
setting waypoints from the map view. 


e Command platoons in dynamic campaigns set 
in Iraq, North Africa, the Russian Far East and 
Central Europe. Every mission is random and 
dictated by your strategic mastery from previous 
eae oe oo | | , ok missions. The good news is as platoons experience 
a... a oo eg ela : | tough combat, they'll serve you better. 
; e Faceoff against the enemy as you and your 
fellow tank commanders engage in a multiplayer 
battle that will blow you away. 
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© 1998 MieroProse Software, Inc. All rights feserved. M1 Tank Platoon is a registered trademark of MicroProse Software, Tne. 
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the most advanced stealth technology ever seen in 

a fighter. And with a mind-numbing complement of = 
classified weapons systems, this isonefightyou = = 
, won't want to miss. ae 


Tay 


The Joint Strike Fighter is the airpower of the future. 
| : Availabl 


in stores today. 


new Joint Strike Fighter: 


To feature the revolutionary ISF™ graphics that enables fluid redraws in color 
resolutions up to 1024x768x16 with no pixellation (and at a playable frame rate). 


To model over 10 million square miles of beautifully rendered terrain 
~ the largest and most realistic terrain ever seen in a flight simulator. 


To reveal the future of high-tech weaponry, including the AGM-154 Joint Stand Off 
Weapon and the Lockheed Martin Wind Corrected Munitions Dispenser. 


Elapsed time 00:00:00 00:05. 00:00:25 00:00:85 00:01:05. 
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©1997 Looking Glass Technologies, Inc. Cambridge, MA. Flight Unlimited Il and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. EIDOS Interactive is a trademark of EIDOS PLC ©1997 EIDOS. 


FLIGHT UNLIMITED II 1S SO REAL...IT'S UNREAL. 


Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the 
Seaplane and experience something you can’t with any other most hazardous, realistic weather conditions. 
flight sim—tand on water. : 


Test your skills attempting to evade a pair of F-16s that are Take off and land from any one of 48 different Bay Area 
trying to blast your butt out of restricted airspace. airports. 


Flight Unlimited Il immerses you in the 
sheer thrill of flying like nothing you've 
ever experienced. Pull mind-bending G's in 
your quicksilver P51-D Mustang. Play chicken 
with F-16s. Get on the horn with Air Traffic 
Control as you pick your way through skies 
filled with aircraft. Hurtle under the Golden 
Gate Bridge and around the TransAmerica 
tower. With Flight Unlimited II, you're not 
just flying, you're really flying. 


i N T E R A C FT | VW CE 


RU Pe tN once ceca 


f 


BS CEN Tob Rabies) 


Netstorm 


| 26 A.l.Alien Intelligence  m2trategy 
| 26 Star Control 4 58 Lords of Magic 
| 28 iF/A-18: Carrier Strike Fighter 60 Seven Kingdoms 
| 28 Tribal Rage 64 Great Battles of Hannibal 
| 66 Warhammer 40,000: Final Liberation 
r@artures 68 Pax Imperia: Eminent Domain 

42 Descent: Free Space | 
| , oo 76 Quake Il Ye RSE es Sey. 
| rrevieV 80 Heavy Gear we 5 ~~ —. re it 


46 Gabriel Knight 3 78 Wing Commander: Prophecy 


| : 91 Hellfire 
50 Over the Net 92 Men In Black 
57 Command Post 


73 Cheat Thrills 


_ 87 Road to Nowhere 26 Red Baron l 

| 90 Grue’s Lair 100 Sierra Pro Pilot 
95 The Hangar 102 F-22 Raptor 
116 Hardware 104 Flight Unlimited II 


Lit. | 107 FIFA: Road to the World Cup 98 
18 Upfront 108 Jack Nicklaus 5 
| 22 News 112 NBA Action 98 
- 122 Rebound 113 NBA Live 98 
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WO Id of Worms? | 
fame of revenge and mean—minded cruelty 
features a mind-plowing array of wacky weapons. 
Witty speech, dynamite sound effects and original Wwww.worms2.com 
music. Brain-tickling strategy and politically correct WINDOWS 95 
violence. Go it alone Wormho-style against i7 other 


Worms in the i8 player hot-seat game, or wage 6 If yoy re breathing, you won t 


nlayer mayhem over a LAN or the Internet! he able ta ston nl ayiig Jan 


Visit your local retailer or call 24 hours: am a5 5 LEO rear! | \ 
1- 800- 695- GAME (CE S. and Canada) www.microprose.com www.team17.com spd 


Worms2 © Team17 Software Ltd. All righits reserved. Game designed and developed by Team17. Team17 and Worms2 are trademarks or registered trademarks of Team17 Software Ltd. Original concept by Andy Davidson. 
MicRoPROSE is a registered trademark of MicroProse, Inc. or its affiliated companies. All other trademarks are the property of their respective holders. 


Wing Commander: Prophecy 
Oddworld: Abe’s Oddysee 
Turok: Dinosaur Hunter 


Need For Speed II SE 
Sub Culture 

Virtua Squad 2 

Manx TT SuperBike 
YoungBlood 

Hercules Action Game 
AstroFire 

TerraFire 


Aliens Online 


Falcon 4.0 
F/A-18 Korea 


Sid Meier's Gettysburg! 
Total Annihilation 


WarBreeds 
Star Command Deluxe 


NCAA Football 98 
Grand Slam 


Cricket 97: Ashes Tour Edition 


Place the CD disc in your CD-ROM drive. The disc will 
autoplay. If it fails to do so, right click on your CD-ROM 
icon (located in “My Computer”) and select OPEN. 
Double-click the “Install” icon. 


Place the CD in your CD-ROM drive and choose File, 
Run from the Program Manager. Type “D:\INSTALL,” 
where D: is the letter of your CD-ROM drive, and 
press ENTER. Follow the instructions on screen. 
After installation is complete, double-click the 
created icon to start. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 

Computer Games 

2 Millet St. 

Richmond, VT 05477 

ATTN: CD replacement 


If you are not getting the CD-ROM with your sub- 
scription to Computer Games Strategy Plus you 
are missing great demos and free games every 
month. You can upgrade your current subscripion 
for only $1 more per issue. Visa or Mastercard are 
accepted, please call: 

Customer Service 

1.800.283.3542 (US Only) 

1.760.745.2809 (CDN and foreign) 
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For a piece of the action, go to www.bluebyte.com. 


I'll show you games that will get your heart racing at 
prices which will put a smile on your face. 
lf you can’t visit me, call (800) 933-2983. 


Jin waiting... 
Awards Our Games Have Won: 
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Blue Byte Software, Inc. 870 E. Higgins Road, Suite 143, Schaumburg, IL 60173 
© 1997 Blue Byte Software, Inc. All rights reserved. Source Code # MP3398 
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REVOLUTIONARY SrEecrt EFFECTS 
Real-time light sourcing, true line of sight and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. —_—, 


Muttirce THEATERS OF BATTLE 
Engage in a deadly mix of space combat, 


BEES 


~ Térran Gattlecruicser 


planetary assault and covert base infiltration. =| Ur eomtiander 258 ey A ed 

Command Ghost Espionage Agents, Protoss ~ — Fagen | = ny Li A eT eee meee 

High Templars, and Zerg Defilers as youseek @ ._ eee Ftd eee 

to conquer the galaxy. an fee i ae “a8 % “Free access to Battle.net requires access to the Internet. Player is responsible for all applicable Internet fees. 
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News 
Jupiter Conference 


Previews 
StarCraft Premiere Report 
Quake II Premiere Report 


Reviews 

oy 3 e ice 
Virtual Pool 2 
Flying Corps Gold 
Mageslayer 
Galapagos 
Defiance 
Open Heart 
Arcade’s Greatest Hits: Williams Collection 2 
Deer Hunter 
Blood Plasma Pak 
SWIV 3D Assault 
Sand Warriors 
Chasm: The Shadow Zone 
Shadow Warrior 
Mass Destruction 
SCUD: Industrial Evolution 
3-D Ultra Pinball: The Lost Continent 
Hercules Action Game 
Tips 

ork Grand Inquisito 
Curse of Monkey Island 
Myth: The Fallen Lords 
Blade Runner 
Steel Panthers III 


Interviews 
The Realm Character Wipe 
Asheron’s Call 
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20-21 3D0 www.3do.com 

82 Access www.AccessSoftware.com 
23-25, 61-63 Activision www.activision.com 

72 ASC Games www.ascgames.com 
12-13 Blizzard www.blizzard.com 

11 Blue Byte www.bluebyte.com 

119 Bungie www.bungie.com 

120-121 Chips & Bits www.cdmag.com/chips.htm| 
103 CH Products www.chproucts.com 
4-5,6-7,48-49,bk cvr Eidos www.eidos.com 

29 Electronic Arts www.ea.com 

23 GT Interactive www.gtinteractive.com 
109 Intense Ent. www.intense-games.com 
69, 105 Interactive Magic www.imagicgames.com 
30-31, 47,65, InterPlay www.interplay.com 


The web’s 


best computer 
game coverage... 
every day 


74-75, 86, 93, 123 InterPlay 
50, 70-71, 94 Kesmai 
40-41 LucasArts 
59 Media Station www.extremetactics.com 
81,83 Metropolis Digital www.metro3d.com 

9,67, 88-89, 98-99 Microprose www.microprose.com 
35-37 New World www.3do.com 

91 NRI Schools 
53-56, 101 Ocean 
110-111 Red Orb 
15-17 Segasoft 

19 Sierra 
44-45,117 SSI 

106 Strategy Plus 
27 Techmedia 


www.interplay.com 
www.kesmai.com 
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www.oceanltd.com 
www.redorb.com 


www.segasoft.com 
Wwww.sierra.com 
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Put your violent nature to good use on the 
SION team (Special Intelligence Operations 
Network) as they attempt to purge the world 
of terrorism. Select from eight of the world’s 
iu lal-t— jem -le[-l alt Mele Mele)anl=)(-\ri- gece | @ MVle)l-)ril(- Maal i-}-jle)al-— 
Join a team with others, or form your own. 
VIGILANCE. Intrigue. Espionage. Bloodshed. 


SINGLE PLAYER MISSIONS 
MULTI-PLAYER DEATHMATCH 
a8 7 AN "7 —] = m i =) NG 

BUY, SELL, WIN OR LOSE 
WEAPONS AND POWER-UPS 


3-D DEVASTATION. 
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the new Anyworld™ 3-D engine. 


competition for free *...one of the most extraordinary 
on www.heat.net. games of the year.” — uLTRA GAMEPLAYERS 


*"“SegaSoft’s Quake killer.” — ocr 
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For a free demo go to www. vigilance. com or 1-888-SEGASOFT. SEGAS¢ a 


©1998 SegaSott Networks, Inc. All rights reserved. Vigilance, SegaSoft, the SegaSott logo, HEAT and the HEAT logo are trademarks of SegaSoft Networks, Inc. All other logos are property of their respective owners. 


How was your holiday? 


t's February. You've finally cleared your living room of that beautifully decorated compost 
; heap you used to call a tree. You've resigned yourself to the fact you'll never take down 

your Christmas lights. Again. (“But I'll just have to put them back up a few months from 
now.”) You've finally stopped wearing your Santa suit to bed. You've installed all of those 
wonderful games you received as gifts. And watched them crash. And downloaded the 
patches. And watched them crash some more. And returned them, telling the store manager 
they're “defective” only to find the store won't allow software returns. Happy holidays. 

Looking over some of the high-profile holiday releases this year, it’s hard not to be 
depressed and/or angry at the terrible showing of some of the largest publishers. A cursory 
glance at many of the reviews in this issue shows a certain consistent theme: from the exis- 
tence of game-stopping bugs to the requirement of “feature patches” (ranging from 3D 
accelerator to multiplayer support), games are becoming increasingly defective or incom- 
plete out of the box. Play “Spot the Bug Reference” in each review and win valuable prizes! 
[Offer not valid anywhere.] 

While few companies would admit to intentionally shipping a buggy or incomplete prod- 
uct, there is plenty of evidence that they’re really aware of what's being sent to consumers. 
The most obvious is “the immediate patch,” the one that magically appears a week after the 
game lands with a dull thud on the shelves. With the development and testing of a patch 
taking anything from a few days to a few months, the immediate patch illustrates that the 
company was aware of problems with the software the day the game shipped and was 
working at fixing said problems while it was being crammed into boxes. Why not hold the 
game for another week, the buyers ask? 

In the past, gamers have shown a high tolerance-level for this sort of thing, some even 
rationalizing the practice by saying, “But look at the support they've given the product after it 
shipped.” However, based on the quantity of mail we receive from readers, this time has past. 
You're angry, and you want to see this end immediately. And we happen to agree with you. 

You can dream up any number of analogies to illustrate the absurdity of this practice 
(most are irrelevant, as game programming is still more of an art than a science, but go for 
it), but they don’t address the big question: why do companies do this? Why release defec- 
tive software during the holidays? With some retailers estimating that they take in more than 
a quarter of their yearly revenue from the one-month period between Thanksgiving and 
Christmas, many companies can’t afford to not have a major title on the shelves during the 
holidays. [See the related story on the failed GT Interactive/MicroProse merger on page 22.] So 
it’s, “Damn the customers, we gotta ship NOW!” 

While it clearly makes short-term economic sense to dump a flawed product in the lap of 
consumers, it’s difficult to justify the long-term damage. The repercussions of this horrible 
practice are at best damaged reputations, consumer distrust and general apathy toward the 
entire industry. The worst-case scenario is a class-action suit brought by angry consumers or 
an FTC or Department of Justice investigation into some of the higher-profile companies 
(don’t laugh—this is a multi-billion dollar industry). 

A smart company recognizes that it’s more important (and less costly) to build and sup- 
port a stable customer base than make a single sale. Studies have shown that the longer a 
customer remains loyal to a single company, the more profit the business can reap from that 
customer. It’s unusual to salute a company for not shipping a game on schedule, but a com- 
pany interested in building a solid, loyal customer base would be smart to follow the lead of 
Blizzard Entertainment, who elected not to ship their wildly anticipated Starcraft during the 
holiday season because it needed some more tuning. Assuming it turns out to be a good 
game (the jury is still out), the short-term loss in sales due to the increased holiday traffic will 
likely be offset by the long-term steady sales figures generated by a game, and company, 
with a good reputation. 

Ultimately, it’s hard to see a future where companies act responsibly and stop dumping 
products during the holidays. To those companies that managed to get good software on 
the shelves during the holidays or elected to delay your products until they were right, thank 
you. To the executives or managers who forced games onto the shelves to boost sales at the 
expense of their consumers, shame on you. 


—Steve Bauman, Editor 
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We use HyperSnap DX exclusively to capture screens on 
Windows 95 games (it works with DirectX). It’s available from | 
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NEXT GENERATION 


“SMASHING!”’ PC GAMES A-LIST AWARD 


“MUST-HAVE PC GAME” 9.2 RATING 


—ULTRA GAME PLAYERS 


“STUNNING” “kK 
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Uprising, 3D0, Cyclone Studios and 3D0-and Cyclone Studios logos are trademarks and/or registered trademarks 
of The 300 Company. © 1997 The 3D0 Company. All rights reserved. 
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Merger terminated 


GT Interactive’s acquisition of MicroProse falls apart before it happens 


hen GT Interactive announced in 
October plans to acquire MicroProse 
in a stock deal worth approximately 
$250 million, it looked like the action title- 
heavy GT Interactive would gain a strategy and 
simulation-savvy division in MicroProse. The 
deal also meant that GT Interactive would have 
gained the established MicroProse brand name 
while MicroProse, which has struggled over 
the past few years, would have secured finan- 
cial stability. Moreover, the merger would have 
created the second largest entertainment soft- 
ware company in the world behind Electronic 
Arts, with 1997 revenues in excess of $500 
million. As a MicroProse executive said short- 
ly after the announcement, the two compa- 
nies were a good fit for each other. On paper, 
it looked like a good merger. 

However, in early December, both compa- 
nies got cold feet and canceled the deal. In a 
brief statement, GT Interactive and 
MicroProse said that their respective boards 
of directors “unanimously and mutually 
agreed” to terminate the merger because the 
time was not right for merging the two busi- 
nesses. It went on to say that despite the can- 
cellation, the two said they would continue to 
work together on marketing and distribution 
initiatives. 

“Since we announced our agreement, mar- 
ket conditions changed significantly,” said 
Allyne Mills, vice president of Corporate 
Communications at GT Interactive. “That had 
an impact for both companies. There are also 
a variety of other reasons that came into play 
after we were able to spend some time togeth- 
er in the past month.” 

While there will be no breakup fees to 
either company because the agreement to ter- 
minate was mutual, the merger cancellation 
still took a financial toll on MicroProse. 
Shortly after the announcement, MicroProse 
said that it would lose between $7 and $10 
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million during the third fiscal quarter. 
MicroProse CEO Stephen Race said that the 
time spent on figuring out how to integrate 
the two companies resulted in a slippage in 
MicroProse’s release schedule. The result: 
MicroProse was only able to ship CIV II 
Fantastic Worlds in the U.S. and Worms 2 in 
Europe during the third quarter, which includ- 
ed the lucrative Christmas season. 

In turn, MicroProse said it plans to bounce 
back in 1998. In a statement, Race said, “We 
remain extremely positive about fiscal 1999 
and our outlook as an independent company. 
We believe we have sufficient cash, a very 
strong lineup of new products nearing com- 
pletion, and a strong senior management 
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team that remains intact.” Titles that 
MicroProse plans on releasing this year 
include M1 Tank Platoon II, Falcon 4.0, 
Ultimate Civilization II, Guardians: Agents of 
Justice, and Magic: The Gathering: Duels of 
the Planeswalkers. Other titles being readied 
for the remainder of the fiscal year include 
MechCommander, MechWarrior 3, X-COM: 
Interceptor, and Star Trek: The Next 
Generation Birth of the Federation. 

As for GT Interactive, Mills said the compa- 
ny will continue its growth strategy through 
the acquisition of development studios. The 
company also plans on developing a new cor- 
porate name to reflect its increased focus on 
the publishing business. —Jason Ocampo 
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ACTIVISION. 


OVER-THE-TOP 
ACTION 


Blast your way through 
complex levels of unholy 
terror as you investigate the 
secret source of the crime 
epidemic plaguing the city, 


HYDEB-INTERACTIVE 
ENVIBONMENTS 


Walk, run, swim, and even 
drive through six distinct 
worlds enriched with beau- 
tiful graphic detail and a 
rich interwoven story line, 


NEVER-BEFORE-SEEN 
WEAPONS 


Your arsenal includes 
laser-sighting sniper rifles, 
remote-control detonation 
devices and extreme 
weapons so powerful they 
will rip you apart, 


MULTIPLAYER 
SINFESTS 


Get into some of the most 
intense DeathMatch levels 
ever created as you 
annihilate others over 
modem, LAN and seamless 
Internet play, 


COMING SPRING 1998 
ON WINDOWS'95/NT CD-ROM 
s 
AV WWHACTIVISION.cOoM 


www. citual.com 
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A.I. Alien Intelligence 


Interplay takes galactic conquest into real-time 


ON THE ONE HAND YOU 
have scenario-based real-time strategy 
games that typically have you battling 
across tactical maps. On the other hand, you 
have turn-based and real-time space empire 
games that have you battling across vast 
reaches of space. Then, as Pournelle would 
say, on the “gripping hand” you have A.J. 
Alien Intelligence, a game that aims to let you 
do both — and more — in real time. You’ll take 
control of one of six alien races, each with its 
own history and characteristics. One thing 
apparently common to their history is an 
encounter with... someone, a someone that 
rained death and destruction on each race. 
Your job at the start of the game is to build up 
your race, first on a single planet and eventu- 
ally into a full empire with multiple planets. 
The game features three levels of play: 
ground-based a la Command & Conquer, sys- 
tem-level (space-based, but only within a par- 


ticular solar system), and galactic (the classic 
scale of Master of Orion and its ilk). When you 
start the game you are just at the planetary 
level; as you build up complexity is added and 
you'll move on to local space and eventually 
interstellar reaches. While this fits in with the 
story and theme, it’s also a clever way of slow- 
ly building the difficulty of a game that is 
open-ended (like MOO), not scenario based 
(like C&C). 

Like other “4X” games resources, diploma- 
cy, technology, ship design, and combat will 
all play a role. Other features include indige- 
nous life forms on planets (many of them ill- 
tempered), artifacts, planetary weather, 
raiders, and a mysterious threat to all the 
races. The major difference of A.I., however, is 
that everything is happening continuously 
across all planets and star systems. You can, of 
course, adjust speeds, and you'll be able to 
enter orders in paused mode, but it’s still an 


—Westwood is working on a remake of Dune // to be titled Dune 2000. It will 
use an enhanced version of the Command & Conquer engine and be out sometime in 


—MicroProse has acquired Hartland Trefoil, Ltd, the U.K.- 
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Battle in space 


ambitious approach. Keeping it from being too 
ambitious is the key; the game’s producer at 
Interplay, Ryan Rucinski, says they want the 
game to be epic, but not unplayable. Also, 
while the game will support a range of multi- 
player options (somehow... it’s a DOS game, 
but “Windows 95 friendly”), Rucinski says 
they are focusing on single player, and that “if 
we make any compromises, it'll come out of 
multiplayer” — a refreshing attitude but a solid 
one considering the estimated maximum play 
time of 90 hours. —Scott Udell 
A.|. Alien Intelligence * Interplay * DOS 


based creator and briainal publisher of the Civilization board game. A company official said the move blunts Activision’s claim to the Civilization 
license. Activision purchased the license to the computer version from Avalon Hill, which 
was Hartland Trefoil’s distributor outside of Europe. MicroProse says the Civilization brand 
name is worth $60 million to the company. In other MicroProse news, the MechWarrior 3 

project being developed by FASA Interactive will now 


Star Control 4 


From adventure back to action 


vam OUTSIDE OF THE 
wy original game, Accolade’s Star 

~ Control series has always i 
been tough to classify. Mixing 
action, adventure and resource 
management, Star Control 2 
and 3 were rich and varied 
game experiences, though the 
latter was considerably less 
effective than the former. 

Now in its fourth iteration, Star 
Control 4 goes back to the original 
game’s focus on Space Wars-style 


This rendered shot shows the look they’re working on 


COMPUTER GAMES 


ship-to-ship action, eschew- 
ing the “tedious” 
(Accolade’s descrip- 
tion, not ours) 
conversations 
and adventure- 
style informa- 
tion-gathering 
of the past two 
games. Owing 
more of a debt to 
console games like 
Blast Corp. and Star Fox 
64, it builds on 
Star Control 3’s 
pseudo-3D combat, 
going into true 3D 
and even requiring 
a 3D accelerator 
card (it looks like it’s 3Dfx or 
nothing). All of the ships are 
being converted to _ texture- 
mapped 3D objects. 

In the solo game, you’ll choose 
a character from a selection of 
races in one of three alliances and 
try to build it up via promotions 
and ship upgrades. In the multi- 
player game, 2-8 players can com- 
pete or play cooperatively over the 


become MechWarrior 4. |n its stead, MicroProse says it has - 


It’s third-person alien-busting fun fun fun 


Internet or on a LAN. 

Perhaps looking at the gamer feedback 
and the negative press reaction to Star 
Control 3 convinced Accolade that everyone 
just wants to play simple action games. Fans 
of Star Control 2 will no doubt be disap- 
pointed by this change in focus but 
should reserve judgment until the final 
product hits the shelves in the fall of 
1998. —Steve Bauman 

Star Control 4+ Accolade * Windows 95 
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Nothing puts you in dats middle 
of the action like 3DZoneMaster. 


simulation games? Or even worse, a keyboard? The 3DZoneMaster includes an array of programmable 
> Maybe that's why legions of butt-ugly mutants are multi-function buttons to let you command all the firepower 
splattering your guts all over the each game has to offer. And it's ready out 


galaxy before you advance even one level. #7umer of the box with Windows95. drivers, 
Don’t crank-up the modem and start [ame a @ Netscape Navigator™ exciting games and 

downloading game cheats. Just wrap your} emeaa—il 7 a host of predefined game sets. 

fist around Techmedias 3DZoneMaster™ : 4 , Push your skills to the next dimension! 

Ultrasonic Positioning Device and wield ee. 9 Play the latest 3D games the way the 


\: using an 805-style joystick designed for flight- effortlessly, fluidly, instinctively—without hand or arm fatigue. 


the power of this state-of-the-art 3D controller. psycho inventors meant them to be played. Get into the action 
With 3DZoneMaster there are no wires and no clunky base. —_ and call 1-800-379-0077 


Nothing artificial to keep you from becoming immersed in the for the location of the lec fi med / a 


action. With its unique, patented ultrasonic tracking and Techmedia dealer Unexpected Performance. 
ergonomic pistol-grip design, you move in three dimensions, nearest you. Unexpected Price.” 


©1997. 3DZoneMaster is a trademark and the Techmedia name and logo are registered trademarks of Techmedia Computer Systems Corp. All other trademarks are the property of their respective companies 
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iF/A-18E: Carrier Strike Fighter 


-Magic’ s latest features a Hornet with a buzz 


WITH IF-16 AND IF-22, 

Interactive Magic has covered the two 
current darlings of the flight sim commu- 
nity, so now they’re turning their development 
energies out to sea... specifically to the 
Navy/Marine Corps’ F/A-18E Hornet strike 
fighter. While Hollywood made the F-14 


iF/A-18E uses the same kind of interactive vir- 
tual cockpit I-Magic had in iF-22 


famous, the F/A-18 may be more interesting 
from a gaming standpoint; with both air-to-air 


and air-to-ground capabilities, any sim that 
models it has some rich gaming territory to 
explore. I-Magic’s second in-house flight sim, 
iF/A-18E Carrier Strike Fighter will let gamers 
fly and fight the latest version of the F/A-18, 
dubbed the Super Hornet (due to join the Fleet 
in 2003). 

The game is built around the same core 
engine used in iF-22. Central to the engine are 
two elements, the DEMON terrain engine and 
the newly-named TALON campaign system. 
Most sim fans know of the mixed reception 
DEMON got when iF-22 was released; the 
ambitious system was hampered by poor per- 
formance on many systems, especially at low 
altitudes. While I-Magic’s planned DEMON-II, 
the next generation engine, is supposed to 
address (particularly) the low altitude problem, 
it won’t be ready in time for iF/A-18. The ver- 
sion of DEMON in the game, however, is not 
the same as iF-22; I-Magic spokesperson Lynne 
Beaman refers to it as almost a DEMON 1.5. 

While DEMON may have been a mixed bag, 
the campaign system of iF-22 was generally 


teamed up with Zipper Interactive and FASA to create a new MechWarrior 3, aimed at a 


late 1998 release.. 


—7th Level agreed to sell its PyroTechnix 


games unit and the rights to Raymond E. Feist’s Return to Krondor to Sierra On-Line for 
$1.2 million. This would mark the return of Krondor to Sierra, which developed the first game of the series, Betrayal at Krondo Ergchy. 


Tribal Rage 


We can’t all just get along 


LONG KNOWN FOR 
~ their serious wargames, TalonSoft is 
still going in a serious direction —seri- 


The tribes go at it in the desert... 


ously different for them, that is — with Tribal 
Rage, a real-time strategy title due out this 
Spring. Set in the year 2030, the story is a mix- 
ture of Mad Max-style post-apocalypticism 
and Redneck Rampage over-the-top charac- 
terizations. Earth is depleted and civilization is 
toast; all that’s left are bands of the usual riff- 
raff: Bikers, Cyborgs, Amazons, Enforcers, 


COMPUTER GAMES 


those tiresome Death 
Cultists, and “good ol’ 
Trailer Trash.” 

Itll be your job to 
lead one of these bands 
of yahoos (except you’re 
advised to never call 
your Death Cultists 
yahoos) through either 
a campaign game or sets 
of scenarios. The cam- 
paign is linked scenar- 
ios, but unlike most 
other real-time strategy 
games TalonSoft says 
it’s different each time a 
new campaign is start- 
ed. The scenarios recre- 
ate the rivalries present 
in the game’s universe, 
so expect to see, for 
example, Bikers going up against the 
Enforcers (police remnants). 

The game will include a complete sce- 
nario/tribe editor that will let you build your 
own game experience from the vehicles up; 


... and in the town 


and Brors, part 1-TalonSoft signed peas veterans Pouce Grigsby anc 


war game based on the Battle of Britain. It is expected to be finished by the Fall 


With a mission set somewhat comparable to 
the Air Force’s F-16, the F/A-18 is rich ground 
for simulation gamers 


regarded as excellent. The system is back under 
the new moniker TALON (Total Air and Land 
Operation Network); the primary enhancement 
for iF/A-18E is the addition of code to model 
carrier-based air operations and other naval 
maneuvers. Aside from actually flying and 
fighting the plane, gamers also take on the role 
of either Flight Leader (actually controlling the 
elements of the flight while on a mission) or 
Squadron Commander (planning missions and 
managing pilots, aircraft, and ordnance). 

Currently planned as I-Magic’s top-line sim 
for the year, gamers should get a chance to see 
whether the game’s got a good buzz sometime 
this summer. —Scott Udell 

iF/A-18E Carrier Strike Fighter « Interactive 
Magic * Windows 95 


3 A BASAGAS 


TalonSoft is already planning an add-on CD 
with a set of new tribes. Up to six players can 
fight it out in multiplayer, either via LAN, 
Internet or head-to-head. —Scott Udell 

Tribal Rage * TalonSoft * Windows 95 
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es Incredible oi sass ietintien recaptures the 
characters as they appeared 30 years ago 


A Uncover The Shocking Secrets Behind 
The Original Vulcan/Romulan Conflict 


“Interplay's attention to oa detail has | - 
resulted in a stunningly lifelike synthetic revival ax 
of the classic Star Trek players.” 


-PC Gamer 
f * 

seg * ¢ 
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f you' re not; a a console 0 | 

not appreciate the significan 

Squaresoft’s Final Fantasy series a 1 

latest installment for the PlayStation. a 

Maybe you've seen the Final Fantasy Vil __ 
commercials on TV or the billboards insome 
larger cities. Maybe you've idly paged past a 
glowing review in a video game magazine 
while searching for the token PC reviews in - 
the back. Maybe you've heard a friend men- 
tion it admiringly and wondered at his zeal. 
Or maybe you're a die-hard Ultima or 
Wizardry fan who's never even heard of it 
and you're wondering how a Fantasy can be 
Final seven times in a row. If so, you've got a 
surprise in store this Spring when Final 
Fantasy VII marks the series’ debut on PCs, 

Maybe years ago, you played one of its 

earlier incarnations on that dusty Super NES 
tucked away in your closet. “We have a lot of 
fans who played the Final Fantasy games on 
consoles and they've graduated to PCs now,” 
says Squaresoft’s Randall Fujimoto, who’s in 
charge of the PC conversion (Squaresoft is 
the US arm of Japan’s Square). Eidos has 
secured the distribution rights for the PC 
conversion in the United States and Europe. 
Eidos’ Gary Keith says, “I’m getting inundat- 
ed with e-mails saying, ‘Oh, thank you so 
much! | don’t have a PlayStation, but | played 
the whole series and I’ve been waiting for 
this.’ Everyone’s pretty excited about it.” 


Final Fantasy what? 


What's to be excited about? It’ s just another 
role-playing game (RPG), right? Not quite. 
For starters, it may be one of the longest 
RPGs ever, clocking in at about 80 hours of 
game time for the average player. But it’s 
the quality, not the quantity, that makes the 
Final Fantasy series stand out, particularly in 
Japan, where it originated. Hironobu 
Sakaguchi is the creative mastermind 
behind the series, which is widely known in 
the Japanese mainstream. When gauging a 
game's popularity in the mass market, 
Fujimoto says, “| go by what my Mom 
knows. [She] has heard of Myst because it’s 
everywhere. It’s the same thing with Final 
Fantasy over in Japan. Your average house- 
wife would probably know about the Fina/ 
Fantasy games. She’s seen them on com- 
mercials and they've been in the press so 
much.” In Japan, where console systems 
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because of his 


The game is chock full of bosses of varying There are almost 100 different Materia 
power. This ornery little fella is guarding the which characters can arrange on their hi 
Mako reactor in the game’s opening weapons and armor is ass). 


Ye limei au (--laremarele 


have a much higher level of market penetra- | these characters trying to save the planet 

tion, it’s estimated that over 90% of from an evil corporation. It’s a futuristic, fic- 

PlayStation owners have bought Final tional world; it’s not Earth, but there are cer- shay | 

Fantasy VII. The soundtrack even sells in tain elements of Earth that you see in there.” Aeris Gainsborough 

Japanese music stores. In addition to this main plotline, the story Decisions, decisions! 
So if the game has sustained such popu- branches off into various sub-plots, often As Cloud, do you 

larity and recognition through seven install- involving extensive character backgrounds choose this mysti- 

ments, why haven't we seen more of it in told through flashbacks. cal waif or Tifa in 

the United States? The answer to this lies in Final Fantasy VIl is rife with environmental the evolving 


a bit of convoluted math. Final Fantasy VII is themes, which should come as no surprise love triangle? 
technically Final Fantasy IV in the states. considering the game comes from the coun- Aeris’ secret 
While Japan has seen a straight run of all try that invented Godzilla, the personifica- past has 
seven titles, only /, /V, and Vihave madeitto _ tion of every environmentalist’s id. The brought this 
this side of the Pacific, dubbed locally Final game is driven by the concept of Mako, the / humble flower 
Fantasy |, Il, and Ill. The first three (only the spiritual energy that comes from living / girl from Midgar a 
first of which made it to the States) were beings and that serves as the life blood of S eel mem ial y-lale-e| 
written for Nintendo’s basic 8-bit machine, the planet. The initial antagonist is Shinra, Fl avcaidlelamiceluim lil iile-B 
the NES in the US and the Famicon in Japan. — an evil corporation intent on literally sucking 

The Japanese IV (which was the US //), V, and ___ that life from the planet. Cities are dark, fore- 

VI (the US IV) were written for the Super boding structures that tower over their pop- 

Famicon and Super NES. Confusing, to be ulace, often squelching life in smaller vil- ) 

sure, but at the risk of leaving Americans to lages. There’s even a sub-plot in which the Barret \\ allace 


wonder what become of four, five, and six, players have to protect delicate condors’ ida me. lacelomelamelal-1 
Squaresoft has chucked the numbers game eggs from the heat of a power plant. “It’s the Flask livem- mel elameya) 
and decided to let seven be seven. (Oddly Nineties and [these themes] are a good way the other, he’s 
enough, there’s no continuity of story, or to tell a ‘saving the world’ story,” says only slightly 
even characters, among the seven games.) Mimura. Final Fantasy Vil would be the RPG more alarm- 
[Got that? We'll be testing you later... —ed] of choice for Greenpeace and the National ing asa role ee 2 
Audubon Society. model than | ee 
It’s all in the SLOFY The game’s unique charm lies in how it Dennis = 
What Final Fantasy has that most RPGs lack tells its stories. The characters are tiny polyg- Rodman. 
is a strong story. In describing the story, onal models who speak in little boxes of text However, as 
Squaresoft’s Kenhi Mimura says, “It came and stroll across hand-drawn backgrounds. the leader of 
from Japan, but it’s not necessarily Japanese. But the story and the emotions are vast and the anti-corpo- “_ 
| think Mr. Sakaguchi wanted to go with deep, worthy of a Wagnerian opera or a rate, pro-environ- | 
more universal themes, like love and hate. David Lean film. There’s something quaint mental group, he’s a perfect 
That's the main focus.” He describes the and almost amusing about using these little combo of Mr. T and Al Gore. 
game as “a story about love and life and cartoon figures to portray epic angst and 
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The game opens with Cloud and Barret joining 


forces to sabotage one of Shinra’s Mako reactors | 


Tila Lockheart 
WBilemealicelecelomayi-\-14nl--la me) m @l(ell (oy 
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rebel group.” In 
a battle, she 
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Red Ml 
Is he a dog? Acat?A 
bear? Who knows 
and who cares: 
he’s got one hell 
of a bite in com- 
bat. You'll res- 
cue this laid- 
back talking 
beast from 
Shinra’s unholy 
IF) ole) ¢-] 00) g(--em Blo) ae 
ask what happened to 
the other twelve. 


Cait Sith 


He’s actually the little guy on 
' top. This fortune 
teller/gambler/show- 
ir limiceltimcrel(e 
Saucer is perched 

FE) Xe) ot M\'/(ele pir Bib 
ture from the 
other Final 

wy Fantasy games. He 

\ may not be big, 
but he’s got the 
megaphone to make 
sure you don’t miss him. 
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| Barret 


Tifa 
Aerith 


delight. But it’s done with sincerity and bold 
conviction, and it works. After thousands of 
innocents die when part of the city collaps- 
es, Barret shakes and quivers with anger, fir- 
ing his gun in a blind rage. Standing before 
his friends, Cloud hangs his head in shame 
and painfully recalls his dark past. Sephiroth 
embraces his descent into madness as he 
learns about the identity and fate of his 
mother. Aeris coyly hints at her love for 
Cloud. Tifa wistfully recounts her childhood 
with him. All this is vividly drawn with these 
polygonal puppets and their stilted text, 
which drop hints rather than completed pic- 
tures into your head. Barret’s rage, Cloud's 
shame, and Sephiroth's madness aren't 
explicitly shown so much as they're given a 
solid place in the story and then sketched 
out through a limited medium, leaving the 
bulk of the work to your imagination. In a 
way, it paints pictures in your mind very 
much like a book or the text-based games of 
old, only it does so with the help of some 
illustrations. Even though Final Fantasy VII 
has some gorgeous graphics, its domain is 
still very much the player's imagination. 
Although the translations are often stilted 
and the language melodramatic, it’s no 
worse than reading a Victorian novel or a 
comic book (err... graphic novel). Thankfully, 
there’s no voice work in the Final Fantasy 
games, protecting the storytelling from the 
irreparable harm done by bad actors. The 
text boxes proceed apace, sometimes filling 
with large chunks of dialogue, sometimes 
darting through short snippets, sometimes 
lapsing into the silence of a row of ellipses 
(...), There are liberal sprinklings of profanity, 
but an odd stray “shit” is the strongest word 
you'll see; more often profanity is shown 


with the typical Pee These eloquent lit- 


#900 615 — = _ maa 


5219/6500 476 | 


Combat takes place in different settings; hand-to-hand attac ks can’t be made semen ihiore two elevators 


tle text boxes are a vital part of the series’ 


charm. Aurally, the game is rather silent, with 
mood-appropriate musicloops playing 
underneath the action and occasional sound 
effects. Fujimoto says that the PC version of 
Final Fantasy Vil will be one of the first games — 
to support Yamaha's new XG sound. “We've___ 
got the MIDI music right now, which is pretty 
Standard. But XGisastep abovethat. You 
can hear a huge difference.” Yamaha is mak- 
ing an XG software synthesizer that will run 
the music on any card. 


Characters with character 

There are four main characters who appear 
throughout the story (see the profiles), but 
they are by no means the only personalities 
in the game. In addition to the other charac- 
ters that join your party, the Final Fantasy 
world is swarming with unique NPCs, some 
clowns, some villains, some obvious refer- 
ences to other figures (two of the rebels early 
in the game are named Biggs and Wedge; the 
military leader of Shinra is Heidegger). One of 
the main characters, Barret, seems to be an 
homage to Mr. T: a muscular black man with 
a clipped haircut and an “I-pity-the-fool” atti- 
tude. Accusations of racism have been lev- 
eled at Squaresoft in their portrayal of Barret’s 
double negatives and clipped speech (he 
says “nothin” instead of “nothing”, “gonna” 
instead of “going to,” and “shu up” instead of 
“shut up”). “We've gotten maybe ten letters 
complaining about it out of thousands of let- 
ters praising the game,’ says Fujimoto, who 
attributes much of the criticism to a story in 
the magazine Next Generation. 


The gameplay system — 
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Condor Wars is another of Final Fantasy 
VII's mini-games, a Warcraft-ish real-time 


Strategy game in which you have to defend 


a cabin atop a hill 


The escape from Midgar is one of Final 
Fantasy VII's mini-games, in which you 


mount a motorcycle to defend your friends 
from Shinra’s pursuing goons 


Yulfie Kisaragi 
Yeah, she’s a ninja 
and she’s only six- 
teen. What of it? 
She’s not as 
obedient as 
your other 
party mem- 
bers, but 
she'll prove 
WEL) e)(-miali 
she sticks 
Fl celelavemcomal-1| op 


Sephiroth 
Every game needs a bete noir. 
When the game starts, 
Sephiroth is 
dalelelelal mem el) 
Toyate elevate 
having dis- 
Fe) of =F] 6-10) 
after a trag- 
ic mishap 
many years 
ago. Do you 
think he'll 
resurface? 
Suffice it to say, 
Shinra isn’t your only 
enemy in Final Fantasy VII. 


COMPUTER GAMES 


The Choc 
Jefferson Airplane soundtrack 


ber of different systems within the whole 
game,” explains Fujimoto, “There’s the world 
map system. You see towns and villages on 
the world map. When you go there, you 
enter what we call the field system. Spread 
out through both is the battle system when 
you encounter monsters. We also have the 
menu system, the movie system, and the 
mini-games. It’s very modular in that way.” 

Most of the gameplay is on the rendered 
backgrounds of the field system, which are 
drawn using different perspectives to repre- 
sent factories, villages, bars, mountain paths, 
harbors, ships, hideouts, and numerous other 
sites. This is where most of the story is told, 
although occasional movies will pop up. 
“There’s about an hour's worth of movies in 
the game. One of the key technologies is the 
ability to have a movie playing in the back- 
ground while your characters are moving on 
top of that. We go straight from the movie 
playing right into the gameplay without hav- 
ing a black screen or any load time. Once the 
movie stops, you take over the character 
from there and have them walking on top of 
the movie.” On a few pivotal occasions, hi- 
resolution artwork of the characters is substi- 
tuted for the polygonal models, to thrilling 
effect. These suddenly vivid cut-scenes have 
the same startling effect as a full-color 
sequence in a black-and-white movie. 

The menu system is the interface for 
checking inventories, saving games, and 
managing your party. At any given time, 
your party will consist of your choice of three 
of the characters you've met so far. There are 
a few exceptions, such as when Cloud goes 
undercover alone to infiltrate a Shinra army 
base or when a character battles his arch- _ 
nemesis mano-a-mano. The mini-games are 
brief arcade sequences that come up at vari- 


»bo race track looks like something inspired by the “60s; you'll have to supply your own 


ous times during the game. They’re actually 
pretty simple, played more as entertaining 
diversions than obstacles. One of the loca- 
tions is a city called Gold Saucer, a glittering, 
gaudy combination of Las Vegas and Disney 
World where you can replay each of the 
mini-games. A snowboarding mini-game has 
proven particularly popular, with players 
posting their best times on the Internet. 
Some sections can become entire games 
unto themselves: Chocobos, ostrich-like birds 
that have long been a fixture in the series, 
can be bred to produce a golden Chocobo, 
which is the only means to reach certain 
remote locations. There are also “mini-mini- 
games” with their own interfaces that pop 
up sometimes. At one point, the player has 
to follow a military drill; how well he does 
this determines the prize he wins afterwards. 
These types of activities crop up with situa- 
tions as diverse as exercise competitions or 
administering CPR to a drowned girl. 

All this variety illustrates how Final 
Fantasy VII is able to sustain a gamer’s inter- 
est for a full 80 hours of play. By constantly 
throwing unexpected twists into the pro- 
ceedings, whether it’s a new plot twist, a 
mini-game, a new character, or a dramatical- 
ly different spell, the game stays fresh. These 
carefully paced and managed surprises 
effectively disguise what is in fact a very lin- 
ear game in which you have to progress 
through certain events to reach the end. As 
you progress you can choose whether to 
press on with the storyline or wander about 
spending time with things like winning 
prizes at Gold Saucer or breeding Chocobos. 
heal-time turn-based combat? 

The combat in Final Fantasy Vil might appear 
limited at first. Your party can never have - 


more than three characters and there are 
only six slots for enemies. A character can 
basically attack, cast a spell, or use an inven- 
tory item. But the fighting is played for quick 
thrills rather than in-depth tactics. “It’s turn- 
based, but it’s also real time. It’s what we call 
real time turn-based combat,” Fujimoto says 
with a laugh at the paradox. “In a typical 
turn-based game you make all your moves 
and say ‘OK, I’m done’ and then the other 
guy makes his moves. But in this system, as 
you're making your moves, if you run out of 
time, the other guy’s going to get his attack 
in right away. It’s a matter of how fast you 
can think and how fast you can make deci- 
sions.” Thus the limited options fit in quite 
well with the pace of the game. There are 
settings that let you either pause the game 
when you're scrolling through long lists of 
spells and inventory items or that let you 
arrange the lists according to your prefer- 
ence between combats. Characters develop 
specialized attacks called Limit Breaks that 
allow them to make spectacular “critical 
hits” after they've sustained a certain 
amount of damage; each character learns 
new Limit Breaks as he or she acquires expe- 
rience. But it’s the spell system that’s the 
most crucial factor in battles. 

This system is different from other RPGs in 
its emphasis on gems of solid Mako called 
Materia. Rather than each character learning 
spells, Materia are found and purchased, 
then mounted on a character's weapon or 
armor. Each gives a character a spell-like 
power or ability, which is cultivated by use. 
For instance, mount a Fire Materia on 
Cloud’s sword and he can cast a fire attack. 
Each time he does this, the Fire Materia 
racks up Ability Points, until it eventually 
allows him to cast a more powerful fire 
attack. This seems straightforward, but it 
Starts to get complicated when you link 
Materia. Stick an All Materia alongside the 
Fire Materia, and Cloud's fire attack will hit 
all opponents in a battle. Stick an Elemental 
Materia next to it, and Cloud’s sword will 
inflict fire damage when it hits. Mount the 
Fire Materia and Elemental Materia on 
Cloud’s armor and he'll be protected from 
fire attacks. Some will give your characters 
special abilities such as stealing items, sens- 
ing an enemy's statistics, or taking control of 
an enemy. This system of acquiring, mixing, 
matching, and nurturing your favorite 
Materia adds a great deal of customization 
to battles and gameplay. 


The conversion 

The battles, drawn with richly textured and 
animated polygons, are where Final Fantasy 
Vil pushes the hardware envelope. “The bat- 
tle system has a huge amount of polygons 
in there and getting the frame rate up to 
what you see in the PlayStation is pretty dif- 
ficult, even with 3D cards,” says Fujimoto, 
“We're working right now on the banwate 


version to ry to make it work on all the 
chipsets. After we finish that we'll take 
ng 


addition 


a good frame rate on the software version, 
especially with all the big monsters and big 
summon spells in the battle system, is prob- 
ably our biggest challenge.” 

Although the conversion team has only 
been working with Direct 3D so far, Final 
Fantasy VII will have native support for vari- 
ous chipsets. “We've had conversations with 
all the 3D companies and everybody's very 
willing to send their engineers down here to 
help us with porting to [3Dfx’s] Glide or the 
Rendition RRedline or whatever. | assume 
we'll have that support. Starting next year 
[1998], we'll have their engineers in here to 
work in their native APIs.” In light of all the 
polygons and lighting effects in the battle 
system, the software version will most likely 
have a steep hardware requirement. “At this 
point, probably a Pentium 200,” admits 
Fujimoto, “I don’t think it will run very well 
on a 166. This is kind of troubling for the 
European market. So we're thinking maybe 
we can lower the polygon count or modify 
the artwork.” 


No change is good 


As for chanioes since the PlayStation version, 
Fujimoto admits there aren’t many. “Our 
goal was to make it as identical as possible 
to the PlayStation version,” he says, “We 
thought if we wanted to make some 
enhancements later on, if we had time, we 
could, but they'd be simple things like 
adding mouse support on some of the mini- 
games. We might do simple things like 
being able to type your name in instead of 
entering it in with a keypad. We’re thinking 
about things right now like saved games; 
we're thinking it might be nice to be able to 
type in a description.” As it is, Final Fantasy 
Vil is restricted to the console’s save game 
system, in which you can only save in certain 
places. This is a limitation of consoles that 
shouldn't have to carry over into PCs; save 
points are plentiful, but there are parts that 
are tense merely because you haven't been 
able to save for a while. As for translating 
the PlayStation’s controller to a PC, Fujimoto 
feels the keyboard is generally adequate. 
“We have mouse support on Condor War [a 
Warcraft-like mini-game], where it’s obvious 
the mouse is better. But just navigating 
through the world we find that the mouse 
doesn't really work too well; the keyboard 
works better there. But the best input is with 
a gamepad.” Otherwise, the only changes 
will be a bit of cleaning up in the American 
localization of the game, where some mis- 
spellings and twisted idioms will be combed 
out of the PlayStation version. 

Final Fantasy VIl is a misnomer—this is 
obviously a series with some staying power. 
Its success on American PlayStations has 
proved that it’s not merely a Japanese phe- 
nomenon, although it is undeniably a con- 
sole RPG. But with the disappointing quality 
of PC RPGs of late, it should be a welcome 


dc rives long starved for oe 


After combat, each character will enjoy a 
victory animation: Barret pumps his oun arm 
in the air while Tifa just sort of, well... juts 


A elieiiite can use Materia to cast atin’ in 
combat. Cloud’s Lightning Materia lets him cast 
this Bolt spell, which will get more powerful as 
the Materia accumulates Ability Points 


Cid Highwind 
If you've played any of the 
other Final Fantasies, 
you might recog- 
nize this name. 
But you won't 
recognize the 
character. 
This time 
around, he’s 
F Tame) (ome) | (ey 
who'll help 
get you around 
the planet. After 
all, you can’t always 
‘de l= @lalolae) olel-e 


Vince cent Vale 


Reminiscent of a 
cyborg version of 
The Shadow, 

this righteous 
fellow was 
once affiliat- 
ed with 
Shinra, like 
Cloud. But 
he, too, has \ 
atlem-Maur-live (Beli 
heart. 
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Now, several years after Descent and Descent II, Interplay and devel- 
oper Parallax (through its Volition arm) aim to break the action out 
of the mine shafts and into the voids of deep space, where agora- 
phobia, not claustrophobia, rule. Set in the same universe as Descent, 
albeit in a different era, Descent: FreeSpace—The Great War represents 
another of Interplay’s forays the space combat genre generally dom- 
inated by LucasArts and Origin. Despite having a name that sounds 
like a hard disk utility, FreeSpace comes to the party with a wealth of 
features. Influenced by such classics as TIE Fighter, the FreeSpace 
team is trying to incorporate some of the best aspects of previous 
games into what they feel is the ultimate space action game. As 
Interplay’s Jim Boone said of FreeSpace producer Adam Pletcher, 
“He’s has always been a space sim fanatic, but it’s always been his 
opinion that they haven’t been done right.” 


ae ae 


ite 


In what Interplay assures will be an “epic” plotline, FreeSpace will 
begin amidst the ongoing war between the Terrans and the 
Vasudans. The latest conflict has lasted for fifteen years when a new 
alien race, known as the Shivans, appears and starts killing both 
sides. The superior might of the Shivans forces the Terrans and 
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, escent: FreeS ace 


Ascend into 
the Descent 
universe in a 
whole new way 


A flyby of aShivan cruiser | ; 


es 


The heavens open up as two wormholes 
signal the entry of incoming craft 


he last time gamers got to play in the Descent universe, it was from the per- 
spective of flying in a zero-gravity asteroid mine, battling evil robots along the 
way. One of the first action games with a true 3D engine, Descent also fea- 
tured 360 degrees of motion that could disorient (and give migraines to) even 
the most ardent player trying to navigate in the twisty, maze-like, “is that the 
floor or the ceiling or the wall?” environment of the mine shafts. Needless to 
say, it was a success, thanks to its intense action, involving multiplayer game- 
play, and innovative take on the first-person shooter genre. 


Vasudans into an uneasy and fragile alliance. While not wanting to 
give much away, Boone says the plot will have a dark tone to it 
(“Basically, the war is going bad for the humans”) and will be rife 
with deception and betrayal. 

Interplay claims that developer Volition is focusing a lot of effort 
into the single player game, particularly in the mission design. While 
the team is still trying to flesh out the missions, Boone said one 
aspect they were concentrating on was ensuring that a certain 
amount of randomness remains. That way, the same mission could 
unfold in different ways. The branching mission structure, similar to 
that found in Wing Commander games, will be held together with the 
aid of fully rendered cutscenes. The storyline, which is separated into 
three acts, should take approximately thirty missions to play out. 

To challenge gamers, Volition has developed an Al that Boone 
says will be one of the game’s highlights. Al-controlled fighters will 
fight as a team rather than individual entities. Boone claims capital 
ships will target intelligently, focusing on key threats first before 
dealing with less severe challenges. Moreover, the harder skill levels 
in the game will rely on a more advanced Al to make the game more 
difficult. Enemy fighters will maneuver more quickly and act more 
aggressively at higher levels. 
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Approaching a friendly cruiser ) all v( You'll be able to select which fighters fly in each wing as well as their weapons loadouts 


Gs 


; _ SF “XX GENERIC FIGHTER 
') TYRE } FIGHTER == — 
a CREW: 2 es 
 LENGTH?=30 m_. 
MAX SPEED: FO M/S 
PITCH/BANK/YAW: 20/20/30’. 
SHIELDS: 230. -- 
— ARMOR: MEDIUM —_ 
GUN MO NTS: 4, 2 BANK 
_ MISSILE BANKS: 2 ie 


ss 


MPs 


MANUFACTURER TRITON, Dye 


Dogfighting among the blue nebulae 
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FreeSpace will feature an all-new engine that shares none of the 
code from Descent. (Descent III, the next iteration of the series, is 
currently being developed by Parallax’s other arm, Outrage.) Like 
most modern space combat games, the engine will utilize exten- 
sive texture mapping to convey detail. Players will encounter more 
than 20 different fighters in the game, along with a wide array of 
Capital ships, freighters, and space installations. The scale of some 
of the capital vessels can be enormous, with some ranging up to 
three kilometers in length. 

When playing the version of the game supplied for this article, 
the first thing you notice is that the combat is reminiscent of dog- 
fights from World War II. Long streams of laser fire, very similar to 
that of machine-gun tracers, lance out from fighters and fill the 
void. Combined with the fire from nearby capital ships, the dark- 
ness of space can seem alight in laser blasts. In 
addition to the obligatory “guns,” players will be _ 
able tote a wide range of missiles and other ord- -ron 


nance into the fray. en ae 


Players will begin the game relegated to just 


flying missions. However, as they progress WHE, 


through the plot, they'll gain more and more 

responsibility. Eventually, they'll have control to 

the point of creating their own “strike packages” for each mission. 
This will include selecting the fighter types in each flight wing and 
determining their payloads and loadouts. For example, a player 
may be tasked with attacking an enemy cruiser. Then they would 
probably select a wing of four fighters to provide cover and a wing 
of heavier fighter/bombers laden with ship killing ordnance to 
deliver the killing blow. Or, if they were short of fighters, they 
might create a mixed flight wing, with two fighters and two 
fighter/bombers. 


Taunts R’ Us 


With all the focus on the single-player game, Interplay doesn't 
intend to neglect the multiplayer community. The plans currently 
call for FreeSpace to support up to 16 people via the Internet or a 
LAN. Players will be able to fly cooperative campaigns or death- 
matches. Each race will have approximately eight flyable fighters to 
choose from, and Interplay is including the ability to send person- 
alized taunts to other players via .WAV files. When playing the mul- 
tiplayer campaign, the Al will jump in should a player become dis- 
connected in mid-mission. Meanwhile, players will be able to jump 
in and out of multiplayer games. Whether players will be able to fly 


PERFECT ALL“AROUND SHIP. BLAH 
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[- = .\-2-)2-+-- 


the single player campaign in multiplayer mode was still being dis- 
cussed by the FreeSpace team. To facilitate multiplayer matches, 
Volition plans on setting up a free dedicated server for the game. 
In addition to maintaining a ranking system, the Volition server will 
also store player statistics as well as kill scores and medals. 

From a technical standpoint, FreeSpace will support Direct3D, 
Glide, MMX, and even AGP. (“Some of the texture sizes are so huge, 
it’s great for AGP,” said Boone.) In addition to increased frame 
rates, 3D acceleration will bring such eye-candy such as colored 
lighting. However, these features were unavailable in the build we 
played with. On a Pentium II system, the frame rate was very 
smooth and the graphics impressively crisp and sharp with intri- 
cate textures. For those without that kind of horsepower, Interplay 
says a 133MHz Pentium will be the minimum requirement with a 

3D card, ora 
. 166MHz machine 

nnical StCanaqpoint without. 
Vrart QM Options will 
o + paige allow players to 
IVIVIA, and even Abr customize every- 

thing from key- 

strokes to the RGB 
color values of their HUD. For those who wish to cook up their 
own missions, FreeSpace will include FRED (the FReeSpace mission 
EDitor), the same editor used by the game’s designers. FRED will 
be an easy-to-use mission editor that will allow players to create 
both single and multiplayer missions. Interplay plans on support- 
ing FRED by providing extensive documentation on paper and on 
the CD. 

FreeSpace will also sport dynamic music that adapts to the situa- 
tion and a flight recorder that will allow players to save their 
exploits. One feature that will probably make the final cut is the 
ability to design your ship’s insignia for multiplayer games. (“It’s 
always something we've wanted to do with Descent,” Boone said.) 
Other features on the bubble include support for force feedback 
devices and the inclusion of asteroid fields in the game. 

In a season that left X-Wing vs. TIE Fighter and Wing Command: 
Prophecy fans wanting for either a good story or multiplayer capa- 
bility, Interplay seems to have hedged its bets and tossed in every 
conceivable feature into FreeSpace. However, the question remains 
whether the Descent magic that worked so well on the inside will 
fair well in deep space. Interplay, and gamers, should find out the 
answer in April. -Jason Ocampo 
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“There are many successful empire-building 
games, but Imperialism reduces the concept 
to its essence.” 


www.imperialism.com 
Developed by Frog City. 


—GAMESPOT 


“Starting a new game session starts the 
addictiveness all over again.” 
—Compurer Games Srratecy Pius 


“Imperialism is blessed with as good an Al as 
| have seen in a computer game.” 


—Compurer Gaming Wor.o 


BUILD A NATION AND 
CONQUER THE WORLD! 


Combining elements of resource 
management, economic trade, 
exploration, diplomatic maneu- 
vering and military conquest, 
IMPERTALISM’ challenges you 
to attempt what few in history 


have dared: unify the world 


under one leader! To achieve vic- 
tory you must develop your 
country's infrastructure through 
deft manipulation of delicate 
economie, diplomatic and mili- 
tary resources. Then, skillfully 


maneuver it to a position of dominance in the Council of 
Governors. Your Cabinet Ministers will, of course, offer varying 
amounts of advice. But, whether you engage a single opponent 
head-to-head or join a 7-player network challenge, ultimate 
control over your nation’s fate - and the fate of the world — is 
yours and yours alone. 


TO ORDER: Visit your retailer or call 1-800-234-3088 (USA & Canada) with Visa/MasterCard. 


(1997 Strategi¢:-Simulations, Inc.-a Mindscape Company. All rights reserved. PANZER GENERAL is a tegistered trademark of Strategic Simulations, Ine. LIVING BATTLEFIELD and IMPERIALISM are- trademarks of 


Conquer! 


“It is the sleekest, most beautiful, most criminally 
addictive wargame since, well, since the original. It 
should be a sensational hit, and it deserves to be.” 

—PC Gamer, Eorror’s Cuoice 


“As the catalyst used to unveil a new, vastly improved 
series engine, the game wildly exceeds expectations...” 
—Computer Games Strarecy Pius 


“This Panzer is anything but a retread. Addictive, 
fun, easy and yet subtle.” 
—Compurer Gaming Wortp, Five-Star Review 


LEAD AN ARMY AND 
CONQUER YOUR ENEMY! 


PANZER GENERAL® II. More 
than a sequel. An entire genera- 
tion beyond anything yet seen in 
strategy games. And seeing is 
believing. Witness the Livine 
BATTLEFIELD, a new standard for 
strategy game artwork. Thirty 
painstakingly crafted battlefields 
that are faithful to the real ones 
of WWII. Of course, this beauty 
goes beyond skin deep: The phe- 
nomenal game play of the second 
generation PANZER GENERAL game 
engine is truly awesome. Battles rage through WWII’s Eastern 
and Western Fronts, North Africa, even the continental USA. 
All new campaigns and scenarios feature the classic battles 
fought at Dessau, Leningrad, Malta, Tobruk and more. : 
Multiplayer battles, of up to 4 players, feature 12 scenarios WINDOWS’ 95 CD-ROM ___{ateteiou 
specifically designed for multiplayer action! www.panzergeneral.com |[¥ | 
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hile many Sierra fans may have voted 1993's Gabriel 
Knight: Sins of the Father Adventure Game of the Year, 
merchants still remember it as “that game with the 
weird-shaped black and purple box that we didn’t 
know how the heck to shelve.” Nonetheless, it marked the beginning 
of a series that most will agree epitomizes the marriage between 
storytelling and puzzle design in modern adventure. The second 
installment, The Beast Within, not only swept most of the 1995-96 
Adventure awards, but displayed what people have dubbed some of 
the most successful use of full motion video in interactive fiction. 
Even FMV’s opponents 
shrug and say, “Well, it 
didn’t suck”—high praise 
from staunch critics of 
this technique. This year 
debuts the not-so-long- 
awaited, but widely antic- 
ipated Gabriel Knight Ill: 
Blood of the Sacred, Blood 
of the Damned. 

Series creator Jane 
Jensen is still the woman 
at the helm, bringing her 
years of experience and 
love for research to this 
latest title. Jensen first 
discovered her game 
topic in a book she read 
quite some time ago. Last 
Thanksgiving her interest 


was rekindled, and since then she . Sunbeams penetrate the 
has traveled to a rural European ancient tomb 

town that is the backbone of the ; ee it tall on darth: 
story’s mystery—which they are Madeleine will be your guide 


calling “a Great Enigma.” 

Gabriel is invited for what he believes will be a weekend of fun, 
frolic and perhaps debauchery, to the home of his friend, a 
dethroned royal heir. With his longtime companion Grace safely in 
tow, he arrives only to find that this is no party. He whisks off his 
sequined party hat, swallows his noisemaker and becomes involved 
in the kidnapping of the pseudo-Prince’s infant son. The pseudo- 
Prince had apparently summoned Gabe because he feared some- 
thing terrible was going to happen to the child since his family is 
_ somehow tied to an ancient secret in the town, and is surrounded by 
some nebulous political agenda. A tour group that arrived at the 
same time as Gabe and Grace comprises the kidnapping suspects, 
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Australian John Wilkes enjoys Laptop computing in 
the great outdoors 


and full-scale investigation breaks out. 

Most plot details are being carefully guarded at 
this time by an immense gargoyle in Sierra’s Public 
Relations department. However, a lot of speculation 
is going on. You might be very interested in tuning your browser to 
http://yallara.cs.rmit.edu.au/~heaths/gk, for some of the most amaz- 
ing banter, theorizing plot connections to everything from 
Germany’s Nibelungenlied, to the Knights Templar to the Dead Sea 
Scrolls. A very popular notion (which Sierra has confirmed) is that 
the town in question is Rennes-le-Chateau in France. As for the 
ancient secret? Think vampires. 

You will have the opportunity to play the game as both Gabriel 
and as Grace, each with a different modus operandi. Gabriel will con- 
duct his investigation using methods similar to those exhibited in 
Gabriel Knight | and II, whereas Grace will spend more time in SIDNEY 
(the Schattenjagger Information Database), an analysis tool which 
contains batches of esoteric and occult information (geek tech- 
niques for Santaria, and the like). 

Even though the FMV in The Beast Within “didn't suck,” so much of 
that which surrounded it did. It became apparent to Sierra President 
Ken Williams that perhaps FMV is not the wave of the future so 
Gabriel Knight Ill takes a step into what has over the last year or so 
become the technological norm—anything containing 3D elements. 
Hence, the G-Engine was born. Sierra describes it as: “a progressive 
3D engine cus- 
tom-built for 
the game, 
which allows 
players to 
interact with 
intelligent, life- 
like characters 
that have fluid 
animations 
never before 
seen in a real- 
time game... 
Taking full 
advantage of 
3D graphics & audio cards and higher end computer capabilities, the 
engine is also fully scalable to allow players without the latest com- 
puter hardware to fully enjoy the world of Gabriel Knight Ill.” Voice- 
over direction will be handled by the award winning 
actor/director/producer/writer Stu Rosen, the master behind the 
voices in Gabriel Knight | and several other Sierra titles. 

With more of a Murder on the Orient Express whodunit quality than 
its predecessors, Gabriel Knight Ill may be a welcome addition to 
store shelves late this summer. —-Cindy Yans 

Gabriel Knight Ill: Blood of the Sacred, Blood of the Parned” 
Sierra * Windows 95 
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“It's a game that eee Se love. . .with humor, style, and brains to 
spare, and with a —— refreshing emphasis on character development and 
decision — , 


re many are predicting the death of traditional RPGs 
5 — extravaganzas, Fallout 1 isa — 


re than sceniial” 
- GamePro (Rating 4.75 out of 5) 


“Fallout is one of the finest games published this 
“year, and is sure to be a serious contender for 
numerous Game-Of-The-Year awards.” 
- Online Gaming Review (Rating 9.5 out of 10) 
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©1997 Interplay Productions. All rights reserved. Fallout. and Interplay are trademarks of Interplay 
Productions. All rights reserved. Windows®95 is a registered trademark of Microsoft Corporation. 
All rights reserved. All other trademarks and copyrights are properties of their respective owners. 


BY GAMERS FOR GAASERS”™ 
www.interplay.com 


-resolution grap 


£N0ugh to create 4 


* YOUur intent jg to creat . 
Mersj 


Create 


¢ Oe ee ae 


Hho Kay vy 


= | LO 


1 N ' Li & A Cc i ' v E 


You’ve been warned. 


| Se--TRANGCRIPT MESSAGE RECEIVED GSMT 16142 747 AGROCOLONY RED SECTOR FRIME #——- 
Poe MA POE Aa Bee eee : i : se ae : ae 


meh. 95 MOMIPHLY~~-OME PRICE, Alb GAMES, UNLIMITED PWRY---FIRST MONTH Arona ae! 


“Aliens™ and © 1986, 1997 Twentieth Century Fox Film Corporation. All rights reserved? MY t? Pr ES CES \ 1. k 
_GameStorm i is a- trademark of Kesmai Corporation © 1997. All rights reserved. ae ep IVE RSS A, “= § TU DS) OS”. lnremmerive 


Over the Net 


Road rage at the track 


Oo... first there were Pkillers (player 
% killers), who harassed newbie online 

role-players and otherwise annoyed 
the general gaming population. Then came 
the hackers, who gave themselves all sorts 
of godlike powers in various games— infinite 
ammo in Descent, Pkilling in Diablo, you 
name it. And now, in the latest example of 
some gamers’ weakness for exploiting game 
holes at the detri- 
ment of others, we 
have the DMV’s worst 
nightmare—jerks in 
the NASCAR Racing 
Online Series (NROS). 

For those of you 
who aren't familiar 
with it, the NROS is a 
professionally run, 
NASCAR-sanctioned 
online racing league, 
currently hosted by 
TEN. Using the 
NASCAR Racing 2 
engine, players can 
compete in one of 
the most highly ee 
detailed racing simu- fig 
lations ever created. — 
The NASCAR organi- 
zation officiates the 
proceedings, and 
indeed, has created a 
13th racing league 
specifically for this 
online version. All 
real-world rules 
apply, and no slack is given in the “profession- 
al” races. And thanks to the online version, 
you can actually compete in the leagues, with 
rankings to back up your boasts. Eventually, 
you'll also be able to race in virtual series, 
competing for real cash prizes (which also 
makes the NROS a likely candidate for TEN’s 
Professional Gaming League). 

Of course, if you're also familiar with the 
real world NASCAR races, you know that in 
reality, a race can often be a long, drawn-out 
affair, with hundreds of laps to go before 
you cross that finish line. Not a problem if 
you're a hardcore racing fan; you'll likely bite 
the bullet and race. Unfortunately, some 
people don’t have the same professionalism, 
and that’s causing some interesting prob- 
lems for the NROS. 

Mike Lescault, the Online Development 
Manager for Papyrus, calls them bone- 
heads—people who are interested in caus- 
ing trouble and playing demolition derby 
rather than racing. To quote Mike, “There are 
really two types of boneheads in the 
NROS—the rules breakers and the etiquette 
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breakers. The rules breakers are the people 
who drive backwards, or park their car wait- 
ing to slam into someone. The etiquette 
breakers are the ones who follow the rules, 
but are not afraid to take out another car if 
they are in their way.” 

The rule breakers are particularly annoy- 
ing. NASCAR Racing 2 has a very realistic 
damage model—which leads to exciting col- 
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lisions and explosions when two cars collide 
head-on at combined speeds of over 300 
miles per hour. Unfortunately, this realism 
has a tendency to reward the rule breakers 
for wrecking (no pun intended) the race. 
Fortunately, Mike and the team at Papyrus 
have come up with a few novel ways of fix- 
ing this problem. 

“We have a few things we are doing to 
combat the rule breakers. First, if a car is dri- 
ving backwards for more than a few seconds 
we can turn it invisible to the other drivers. 
This means that although the backwards 
bonehead thinks he is about to cause a wild 


wreck, what actually happens is that he 
receives damage but the other cars continue 
on normally, as though nothing happened. 
Another thing we can do is remove cars 
from the track and move them to the infield 
if they stop for more than a few seconds.” 

The etiquette breakers are dealt with in 
another manner. To quote Mike again, “In 
motorsports racing, there is a fine line 
between competition and trust. Bobby 
Labonte and Jeff Gordon might fight tooth 
and nail, lap after lap, for a single position in 
a race. However, Bobby and Jeff also trust 
each other and [each] knows that the other 
will not make a risky move that could cause 
serious injury, or even death.” 

Unfortunately, without a physical world 
enforcing real-world consequences to 
actions, the etiquette breakers are all the 
more likely to take risks and otherwise 
cause havoc. To combat this, Papyrus has 
created a point and weighting system that 
allows better, “cleaner” drivers to advance 
to higher ranks—which then allows those 
drivers to create races that lock out poorer- 
rated and higher-risk drivers. (| should note 
that the point and weighting system is actu- 
ally far more detailed and elegant than you 
might guess from my short description; 
sadly, space prevents 
greater detail.) 

Allin all, the future is 
looking a great deal 
brighter for those of us 
who actually want to play 
games. Papyrus seems to 
have some effective ways 
of dealing with the jerk- 
factor—something which 
has unfortunately proven 
to be a bit of an Achilles 
heel for many other 
online games out there. 
So far, there don't seem 
to be any issues that have 
truly stumped Papyrus— 
and hopefully they'll con- 
tinue to solve these 
issues in the elegant way they've done so far. 
—André Vrignaud 

André Vrignaud has worked in the comput- 
er gaming industry since 1990, although he 
admits the Atari 2600 had a great influence on 
his formative years well before then. Most 
recently he’s worked at SS! and TEN, where he 
produced much of their online content and 
direction, and is currently working for Intel in 
their New Media Programs group. He is always 
interested in stimulating, albeit inflammable, 
email (including rumors, tips, and other ran- 
dom trivia) and can be reached at over- 
thenet@cdmag.com. 
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NetStorm 


Ghost fighters in the sky 


e've been duped. All these years, 
meteorologists have fabricated tales 
of how rain, wind, and thunder are 
derived from so-called "natural elements." 
Thank goodness NetStorm sets us straight on 
all the furious stratospheric warfare that really 
causes these blustery afflictions. 

Players begin on one of many sky islands, 
armed with a single priest and the equiva- 
lent of some cumulo-cash. The intended 
goal of the game is to capture and eliminate 
other players’ priests. By sacrificing these 
"collectible trading Cardinals," one obtains 
new technologies to assist in the fight 
against sky writers vandalizing their cloud 
layers with "Will you marry me?" exhaust 
trails. Emphasizing strategic over mass pro- 
duction, NetStorm players spend their initial 
time joining their home island to power-pro- 
ducing geysers and other islands by placing 
Tetris-like bridge pieces across the skies. 

A lot of ingenuity and creative thought 
make this game unique among its many RTS 
peers. Bridge pieces arrive on the scene 
crumbled and flaky, but coagulate with age. 
The longer players wait, the heartier each 
bridge piece becomes. Wait too long, 
though, and no bridge piece will save your 
screaming priest as he's barbecued, design- 
er robes and all, on your opponent's spit. 
The use of generators to further building 
ranges adds cleverly disguised wargaming 
"supply rules" to game play. 

Unlike other titles, NetStorm doesn't tout 
hundreds of units (all derived from four 
main types anyway). Instead, it takes a hand- 
ful of basic units and tunes them to achieve 


Ninety nine such Luftballoons 
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near-perfect 
balance. Some 
pieces, like the 
Sun Cannon, 
pack a power- 
ful punch but 
only fire in the 
cardinal direc- 
tions. Others, 
like the Cloud 
Floater, die eas- 
ily but rarely 
get hit by 
incoming fire. 

Envisioned 
from the 
beginning as a 
multiplayer 
game, the 
designers include quite a few amenities to 
make the online experience less frustrating. 
Like Blizzard's battle.net, Activision supports 
a central site where players meet to do bat- 
tle. Each person logged in gets his or her 
own private island fragment, which displays 
the current level, name, reliability rating, and 
the names of any secretly sired children. The 
extra information about reliability discour- 
ages players from abandoning games in 
progress. This makes it easier for newcomers 
to spot an obvious sore loser or cheater. 

In concept, sacrificing priests to get better 
technology seems solid enough. In reality, 
the initial online experience typically 
involves being approached to play sacrificial 
See-Saw ("I kill you, you kill me. We get new 
technology" — not exactly what Barney had 
in mind). In an ironic reversal of 
sentiment, having your Internet 
connection severed is cause for 
celebration, since it lets players 
meander across the empty 
game world ceremoniously sac- 
rificing the now-paralyzed 
priests. All of this is elective, 
however, since gamers can 
choose to play in the spirit of 
the game's intent. 

With all the forethought and 
obvious care that went into 
NetStorm, it's a shame to 
encounter some flaws that 
dampen the experience. The Al 
could be deemed remarkable, if 
in fact there were any to speak 
of. Under the fickle guise of 
nurturing diverse tactics, your 
scant selection of mobile units 
cheerfully march right into 
enemy fire. Your stationary 
combatants attack the closest 


Nothing absorbs enemy firepower like these concrete Sani-Cans can 


available target, whether it's impervious to 
their damage or not. Players can create, but 
never directly control, non-transport forces. 
While this does encourage forethought with 
regard to unit placement, it also accentuates 
the overall ineptitude of combat units. 

Bridge pieces, odd as it sounds, comprise 
the most mobile and sturdy weapon gamers 
have. Because of this, most matches tend to 
reflect the Tron speeder bike mentality 
(where one surrounds the map with near- 
indestructible bridge pieces to choke off 
other players). It's easier to decipher a stere- 
ogram than track your troops amid the 
woven web of bridges in the latter stages of 
a game. The overview map would be more 
useful if it colored the bridge pieces by 
owner, instead of making every bridge yel- 
low. Some game rules seem arbitrary, most 
likely enforced to patch up any blatant 
imbalances. Why else would aerial attacks 
on a single target be limited to three at any 
one time? 

Most of these gripes don't individually 
damn NetStorm, but together they do 
diminish an otherwise stellar game. As in 
Diablo, the first 20 twenty hours of play 
offer an exciting chance to "level up" to the 
next big weapon, after which the game's 
attraction depends on your desire for 
relentlessly furious action. In any event, the 
next time your company picnic gets rained 
out, at least you'll know whose priest is to 
blame. —Tim Royal 


NetStorm 

Activision * www.activision.com * 
Requirements: Windows 95, Pentium 90 
MHz, 16 MB RAM, 2X CD-ROM * Multiplayer: 
2-8 players, Internet, LAN, modem, serial 
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Or you're mixing it up with bandits and bogeys in your own 
F-22 Air Dominance Fighter. 3 | 


But it only happens with DID's F-22 Air Dominance Fighter, 
the flight simulation Denny Atkin of Computer Gaming 
World calls, "the most advanced F-22 sim out there." 
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DID AIR DOMINANCE FIGHTER 


Loaded with features you won't find in other flight sims, 
DID's F-22 Air Dominance Fighter has more than 50 aircraft 
types and over 35 ordnance and weapons models. It uses the 
same DID 3D graphics engine that powers real-world flight 
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page, World Air Power Journal reference guide to everything 
that looks, shoots, flies, or dies in this sim. 


So strap in and prepare to lead, fight, or : 
get out of the way. It's your choice, 
but make it now. There's a war to win... 
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Command Post 


A strategy gaming family tree 


trategy game, wargame; tactical, 
operational, strategic — what's a 
gamer to do? The area of gaming 
we refer to as “strategy” games is one of 
the largest genres of the PC gaming 
world (surpassed only by action games - 
perhaps), and has grown increasingly 
convoluted. Even gaming's old hands are 
beginning to get a little confused as ele- 
ments from other genres are thrown in, 
especially with the 
surge in real-time strat- 
egy games; now we get 
things like action-strat- 
egy, strategy-sim, and 
even action-strategy- 
adventure/RPG (see 
Sierra’s Birthright). 

To help readers 
understand how we 
here at CGS+ define the 
genre (or at least how | 
do), | thought I’d spend 
this month's Command 
Post going over the var- 
ious elements of what 
we call strategy games, 
and define some of the 
terms you might hear 
in discussions of these 
games. Note that none 
of this is fixed in stone 
— you will certainly find 
differences in the par- 
ticulars, and may even 
find them in the gener- 
alities; the discussion is 
only intended as a 
starting point for classi- 
fying an ever-shifting 
field of gaming. 

The typical definition of the word 
strategy is “the science or art of military 
command as applied to the overall plan- 
ning and conduct of large-scale combat 
operations” or “a plan of action resulting 
from the practice of this science” (The 
American Heritage Dictionary of the 
English Language, New College Edition). 
While a lot of games we cover do involve 
combat, they don’t all, and they don't 
always involve the “strategic scale” (I'll 
get to scales in a minute). Perhaps a bet- 
ter definition comes from Definitions and 
Doctrine of the Military Art (The West 
Point Military History Series), which 
defines strategy as “the planning for, 
coordination of, and concerted use of 
the multiple means and resources avail- 
able to an alliance, a nation, a political 
group, or a commander, for the purposes 
of gaining an advantage over a rival.” 


distant kin > 


A Grandpa Civ; he may not be the 
oldest in the strategy family, but 
he’s definitely the patriarch 


Cousin Panther, from the 
wargame branch of the strategy 
family; a clannish lot, they some- 
times consider themselves only 


Replace “an alliance, a nation, a political 
group, or acommander” with “a gamer” 
and you have just about a perfect defini- 
tion of strategy gaming. Note that this 
doesn't necessarily involve combat per 
se; the advantage you could be trying to 
gain could be a business advantage 
(think Capitalism or Monopoly) or even 
one over circumstances (SimCity). 
Wargames are to the rest of strategy 


gaming as 
Quebec is to 
the rest of 
Canada - part 
of the whole, 
but also wholly different. Here at CGS+ 
we tend to restrict games that cover his- 
torical or modern battles or conflicts to 
the category of wargames, but even then 
things can be fuzzy; Stratego or Risk 
wouldn't really be classed as wargames, 
for example. 

Scales in strategy games tend to fol- 
low three levels: strategic, operational, 
and tactical. Yes, these are again military 
terms, but the apply to the non- 
wargames, and even to the non-combat 
strategy games. Strategic is the scale 
with the broadest scope; in the real 
world you might think of the strategic 
level as encompassing all of national 
security. Games at this level, even 


wargames, tend to have some heavy 
non-combat elements in the form of 
resources, research, production, politics, 
etc. Games with strategic scope might 
include Master of Orion (you have to 
grow and manage a whole star empire), 
Civilization, Third Reich, or Entrepreneur. 
The operational level is particularly 
hard to pin down; | was chided gently 
once by a reader for not using the cor- 
rect, current U.S. military definition, even 
though | used it the way I've heard most 
hobby wargamers use it. For our purpos- 
es, operational-level games are placed 
somewhere between the “big picture” of 
strategic games and the down-in-the- 
weeds view of tactical games. Often, an 
operational-level game will also feature 


class and a faith (among those 
possible are chaos, life, air, 
and a personal favorite, Amish 
ire), gamers struggle to retake 
the lands of Urak from the 
voracious hordes of Balkoth. 
The game shows signs of 
being delivered into the cud- 
dling arms of gamers well 


Lords of Magic 


A twinkle with some wrinkles 


sharp knock on the front door rous- 
es you from your cozy nap. Peering 
outside, you spy the silhouette of a 
drooling infant inside its UPS package. Its 
tag reads “Magic, Lords of,” and now 
you've got a difficult choice to make. 
Lords of Magic pits players against 
Balkoth, the lord of death and evil who 
slurps too loudly. By choosing both a hero 


holds lay scattered across 
the realms, their alle- 
giance flags flapping in 
the wind. Interaction 
with the different races 
populating the world 
varies from harrowing 
arguments filled with 
threats to benevolent 


[top to bottom] Argh! That darn wizardess cast 
Level Two Laundry Soap on me again 


Burly men led by Mr. Heatmeister from the fire 
faith prepare for battle 


Clear this temple, and you get what’s behind 
throne number two 


tactical portions, or may be part of a 
strategic-level game. I-Magic’s Capitalism 
could be considered operational, as 
could a portion of Microsoft's Close 
Combat: A Bridge Too Far. 

In the military, the tactical level usu- 
ally involves the smallest level of units, 
those actually involved in the fighting. 
Tactical level games are the most com- 
mon these days; wargames like Stee/ 
Panthers, Sid Meier’s Gettysburg!, and 
pretty much the entirety of TalonSoft’s 
line are all tac- 
tical (although 
there is an 
interesting 
conundrum: in 
some of these 
you are actual- 
ly portraying 
an operational- 
level action 
down to the 
tactical scale; 
this makes 
them hard to 
classify, except 
that they'll be BIG). Tactical games are 
also all the rage in the larger strategy 
field, with Command & Conquer and all 
the similar titles. Even non-combat 
games can be considered tactical: Free 
Enterprise had you focus on building 
one business (even down to setting up 
production lines), and of course there 
is SimCity. 

I'm running out of space, so consider 
this: some games offer two levels or all 
three, and these are some of the most 
popular and most fun games you can 
play, so if you’re looking for something in 
the local store, just ask the clerk: “Is it 
strategic, operational, and tactical?” 
—Scott Udell 
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short of its due date. Hired 
champions disappear on occa- 
sion. The high level zoom fea- 
ture crashes consistently. 
Calculating opponent turns 
and loading different portions of play takes 
several seconds to several minutes every 
time. Subsequently, investing twenty hours 
of play nets about ten quality hours of play. 
[A patch was issued almost days after release 
addressing many of these issues. —ed] 

Tactical combat fares worse. 
Highlighted creatures fail to un-highlight. 
The different terrain tiles come shackled 
with vague movement rules. Who would 
have guessed that the blotches of flat 
green grass actually symbolize invisible 
force fields impenetrable by man, maggot 
or mammal? The Al of troops borders on 
despicable, with units blankly laboring 
away on their unseen Gameboys while 
arrows gleefully penetrate their unsuspect- 
ing bodies. Often, units get caught in end- 
less decision loops, resulting in a comical 
exotic dance (ever seen a dwarf “do the 
Bartman?” You will now). 

While folks will appreciate the feel of a 
fantasy novel for a manual, pertinent facts 
needed to decipher game activities are 
obscured by the extraneous information. 
Lords of Magic harbors a huge range of 
behind-the-scenes activities, yet it goes for 
naught without sufficient feedback to 
show the reaction of the game to a play- 
er’s choices. 

Herein lies the problem: Lords of Magic 
smells, acts, and cries like a muconium 
drenched infant, but its baby blue eyes put 
a tractor beam lock onto your soul, 
screaming “Keep me!” Take pity on it, and 
you'll find yourself highly rewarded. 

The strategic map looks exquisite, with 
every faith represented by appropriate ter- 
rain. Hamlets, temples, cities, and strong- 
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chats from those closely aligned 
with your faith. 

The eight faiths aren't different 
in name only, but radically differ in 
almost every respect. A successful 
technique as the lord of air will 
prove devastating when playing 
the lord of fire. Each faith possess- 
es unique abilities that, if properly 
leveraged against the weakness of 
other faiths, can be quite powerful. 

Resource management can be summed 
up in one word: scrounge. Initially, players 
are granted barely enough troops and 
supplies to survive. Cleansing their 
prospective faith’s temple of vermin scum 
and tithe snatchers grants them the rights 
and parking privileges of a lord. Even with 
storehouses full of gold and crystals, 
there’s always a nagging fear of tumbling 
off the jagged ledge of the bankruptcy 
precipice. With such scarce resources, loss- 
es in battle are amplified both in wasted 
training costs and replacement troops. 

Beneath the surface, Lords of Magic 
reveals an astounding depth to its many 
activities. Intelligence gathering, political 
alliances, espionage, and diplomacy play a 
major part in ascending successfully to the 
proverbial throne. While military means 
are necessary, they’re no less or more 
important than the other elements. The 
extent of your power over your kingdom 
even carries down to assigning battle- 
hardened champions as trainers, produc- 
ing experienced troops right off the 
assembly line. Sure, “FeebleFloppy,” your 
favorite champion, could obliterate a level 
three hamlet or two with ease, but impart- 


ing his experience to a host of new units 
makes for a wiser long term strategy. 

Because of the game’s above-average 
difficulty, standard expletives usually 
reserved for latter game frustration tend to 
be called into active service quite early in 
the game. A “bunny slope” mode would 
be nice, even though no one would ever 
admit to using it. Yet, these same hard- 
ships make victory far more satisfying. 
Every battle won merits roasting the fatted 
cat in an ebullient fashion. 

Stock up on diapers, and buy a book on 
patience (trust me, you'll have plenty of 
time to read it during loading sequences 
with the patches). If you can survive the 
Lords of Magic's growing pangs, you'll find 
a rich, rewarding experience guaranteed 
to spark many midnight feedings during 
play. -Tim Royal 
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Lords of Magic 

Sierra * www.sierra.com * Requirements: 
Windows 95, 133 MHz Pentium, 16 MB 
RAM, 4X CD-ROM * Multiplayer: 2-8 play- 
ers, Internet, LAN, modem, serial 
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Seven Kingdoms 


The ambitious sleeper of the real-time wars 


he working title for Seven Kingdoms 
was Ambition, and that’s an accurate 
description for both the gameplay as 
well as the design. However ambitious a 
design may be, it’s stillborn without proper 
execution. Surprisingly, Seven Kingdoms 
turns out to be a finely crafted and well-bal- 
anced real-time strategy game that manages 
to emulate other games without feeling 
wholly derivative. It’s also one of the few 
games released during the holiday season 
that doesn’t feel rushed—it’s a polished 
game, with no serious bugs. 

The man behind the game is Trevor Chan, 
the creator of Capitalism (and in the interest 
of full disclosure, it should be noted that the 
project was managed by the former 
editor of this magazine, Steve 
Wartofsky). Capitalism was praised 
for somehow managing to make 
economics interesting (sorry, 
accountants), and Seven Kingdoms 
serves further notice that Chan is a 
designer to watch. He's not in the 
Sid Meier class, but then again, 
aside from Sid's protégé Brian 
Reynolds, who is? 

Initial games bring to mind a 
true Warcraft/Civilization hybrid 
that seems, on paper, to be so 
enticing; however, extended play 
shows the comparison to be less 
apt. You start as one of a user- 
specified number of kingdoms on 
a randomly generated map. The 
victory conditions are user configurable, 
with a Warlords-style difficulty meter that 
increases or decreases based on the 
options selected. Seven Kingdoms follows 
the expansion patterns typical of most 
games in the genre—build up a home base, 
get your economy up and running, expand 
across the map, research new and interest- 
ing ways of killing people and eventually 
take out your enemies. 

It's how you do all of these things that 
makes it feel different. While it lacks the 
sense of discovery of Civilization due to a 
practically non-existent technology tree, the 
build-up phase is perhaps the finest crafted 
in the real-time strategy genre, with a beau- 
tifully abstracted economic system. It’s for- 
tunate the build-up is interesting because 
the inevitable combat turns out to be some- 
what tedious, with the battles degenerating 
into unusually square formations of visually 
indistinct units. 

Fortunately, combat isn’t the most essen- 
tial aspect of the game. As befits a game 
designed by someone with an interest in 
business, Seven Kingdoms is all about people 
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management, emphasizing 
loyalty, morale and leader- 
ship over brute force. You 
can train and recruit units as 
workers, soldiers or spies, 
with the latter unit being the 
most important. Spies theo- 
retically allow you to domi- 
nate opponents without 
resorting to violence, but it’s 
unlikely you'll have the 
patience to wait for them to 
reach key positions in your 
opponents’ kingdoms. 
Much of the strategy 
involved with the game is in 


managing an ethnically diverse population, 
though it’s a bit disturbing to find that a key 
tactic is segregation. While the cultures, of 
which there are seven, sound different on 
paper, you don't get the feeling of distinc- 
tiveness you get from Microsoft's Age of 
Empires, a game where the strategy is deter- 
mined more by the chosen race than the 
player's ability (matching the two is obvious- 
ly the key to victory). In Seven Kingdoms, you 
tend to play the game identically as the 
Chinese or the Normans. 

The Al opponent is somewhat one-dimen- 
sional but surprisingly challenging. It tends 
to break a lot of treaties at unusual times, 
and will continuously throw spy after spy at 
you (one game saw 30 spies executed ina 
matter of minutes). While it does a good job 
at building and managing armies, it has a 
hard time with economics. This is somewhat 
surprising, because a valid criticism of the 
game is that it’s too easy to build up a large 
cash base. 

Where Age of Empires has pretenses 
toward being a Civilization/Warcraft hybrid, 
the designers played it closer to the Warcraft 
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Battles tend to degenerate into click- 
fests, with units forming square-like patterns 
around buildings and objects. The visuals are 
one of the weaker aspects of the game, and the 
scale of the buildings and characters is too big 
for the maps 


Attacking Fryhten Lairs isn’t really worth 
the effort unless you’re desperate for cash or 
need to eliminate them as part of your winning 
condition 


side of the equation. Perhaps that was a con- 
scious decision due to the perceived inability 
of a player to manage the complexity of 
Civilization in real-time; whatever the reason, 
it’s arguably more successful as a short-term 
game experience precisely because it’s /ess 
ambitious. However, Age of Empires’ simplici- 
ty could be a limiting factor in the long-term; 
Seven Kingdoms may have longer legs as a 
single-player game. However, as a multiplay- 
er game it’s stable but lacks many of the 
cooperative play options that makes Age of 
Empires such a fantastic Internet game. 
Seven Kingdoms is occasionally too ambi- 
tious, forcing you to manage too many 
things with too little information for any 
real-time game (there’s a really fabulous 
turn-based game waiting to bust out of this 
design). But it’s one of those games that’s 
better than the sum of its parts. Focus on 
one aspect of the game and you're likely to 
come away disappointed—focus on the 
whole and you'll find yourself coming back 
for more. All in all, it’s a fine showing by a 
designer to watch for. -Steve Bauman 


Seven Kingdoms 

Interactive Magic * www.imagicgames.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-7 players, Internet, LAN, 
modem, serial 
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Battlezone Puts You int 


"Activision is a registered trademark of Activision, Inc. © 1997 Activision, inc. Battlezone is a trademark of Atari/JTS Corporation. © 1980, 1997 Atari/JTS Corporation. All rights reserved. Licensed by Activision. 


ACTIVISION. 


Battlezone takes real-time 
strategy to the front lines. 


You are the high-level Commander aaroi diated 
| decisions from your own war-ravaged tank. Lead 
"— © your U.S. troops.on'a mission: to gain control of.a 
| ~~ superior alien technology in the true “space race” 
- against the Soviets...of cross enemy lines to the 
Soviet side. It’s all pied your command. 


WAY POINT c : 


Full-Scale 3-D Action 

Pilot one of 20 anti-gravity 
~ - War machines, and wield 

25 devastating weapons — 
including mortars, mines, 

and the Thumper Device 
which triggers on-the-fly 
earthquakes on the mor- 
phable terrain. 
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Complete Strategic 
Control 

Coordinate full-scale attacks 
with over 30 unique units, 
such as tanks, infantry and 
mobile assault turrets. 

Build bases, deploy forces 
and manage resources — 
all from within your tank. 


TRANSPORT 2 


Dynamic First-Person 

immersion 
_ Lose your vehicle in battle, 

- bail out, parachute to safety; 
then use your sniper rifle. 
to take over another unit. 
Switch vehicles right on the 
battlefield of one of seven 
distinct moons or planets! 
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. = " eo Take Strategy to the Front Lines. 


Rocket Bone 
Rocket Bone 


HEAT and HEAT.NET are trademarks of SegaSoft Networks, Inc. All other trademarks and trade names are the properties of their respective owners. www.activision.com 


The Great Battles of Hannibal 


Thundering across the sands of time and battle 


he second game in the Great Battles 
series, Hannibal builds on the excel- 
lent base laid by the first game, 


Alexander, using what was good from the 
earlier game (and that was most of it) and 
fixing some of what was bad (thankfully not 
too much). Hannibal follows the military 
exploits of the famous Carthaginian general 
in his fight against the growing power of 
Rome. While historically he ultimately failed, 


ee AR 

TIRING MYA SESSPSAe MR ROY pS fr 
ria 2 (Mi) is doing a terminal rout! 
lenes is now active 


A The group attack command can often cause 
units to clump dangerously; note how the 
Roman units in the center of the screen circled 
my now-destroyed sacrificial unit, thus expos- 
ing themselves to an attack by my main line of 
battle 


The battle at Lake Trasimene; the forests still 
cause gamer frustration > 


you get the chance to give it another go. 

On the surface the game follows pretty 
much the same format as Alexander — similar 
interface, engine, rules, and scenario and 
campaign structure. It comes with eleven 
separate battles, playable from either the 
Carthaginian/Macedonian/Seleucidian 
(mostly Carthaginian) or Roman perspective. 
Changes to the battle structure should 
please gamers. The lesser of these are the 
variants for Cannae, Baecula, and Magnesia. 
More significant is the option to modify unit 
placements (within some limits); not a full 
scenario editor, but awfully close (note: 
while they may look impressive, elephant 
“flying wedges” are none too effective). The 
minimal campaign system of Alexander is 
back; it’s not bad, per se, it’s just not deep — 
all the fun is in the battles. 

And what battles they are. On average 
they are larger than those in Alexander, with 
an interesting mixture of terrain (about half 
are the flat plains ancients preferred, but the 
rest are a mixture of hilly, rocky, or forested 
terrain). The terrain has a distinctive new 
look; while a little odd-looking, the ability to 
better see elevation changes is worth it. 
There’s a new option to “thin out” the trees 
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to better see units in the forests, but in the 
one battle where this really matters (Lake 
Trasimene) it’s sti/l too hard to see and con- 
trol your troops. 

The excellent unit graphics and animation 
are back, but they still cause a big perfor- 
mance hit. You can turn the animation off, 
but you loose some “situational awareness” 
until you learn to read the map and battle 
reports. Also, when animations are off, you 
may encounter a bug: 
sometimes when you 
move a leader he disap- 
pears until the next turn. 

The weakest point of 
the system is its interface. 
While an undo command 
goes a long, long way 
towards soothing player 
frustration, it’s still easy to 


mis-click an important attack order, and diffi- 
cult at times to even select a unit or hex. An 
option to play from an overhead view would 
have helped alleviate this frustration. 

Playing the Romans against computer- 
controlled Carthaginians is not too challeng- 
ing. Because of the Romans’ lack of tactical 
flexibility you have to use the group com- 
mands, and you soon realize a strategy of 
“damn the cohesion, full soeed ahead!” is 
the way to go — ignoring cohesion loss and 
rout results as you relentlessly issue group 
attack orders, using your superior rout-point 
levels to grind the Al down while it (foolish- 
ly) comes to meet your attacks. This seems 
to work in all terrain and even, to an extent, 
at higher difficulty levels. 

But the bulk of your gaming will probably 
be from the perspective of Hannibal or his 
compatriots, and it’s here that Hannibal 


shines. The battles can be very exciting, nail- 
biting affairs; Interactive Magic has done a 
great job getting the balance of most of the 
battles just right, and you'll rarely have the 
lopsided blowouts you could experience in 
Alexander. The Al has improved a lot, and 
now makes generally intelligent use of group 
commands, which is a necessity for the 
Romans (who often can’t issue many orders, 
but who can always issue group orders). In 
addition to group move there're now group 
restore cohesion, attack, retreat, and (for the 
Romans) manipular line extension com- 
mands. Group attack is a bit of a problem (for 
either humans or the computer) as forma- 
tions will tend to “clump” around exposed, 
single units, often exposing their flanks and 
rears to the main enemy line (human players 
can use this against the Al, as it often falls 
upon lone units with abandon). 
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Even with its mostly minor play mechanic 
“bumps,” Hannibal has a wonderfully 
refreshing play aesthetic that few recent 
wargames have approached, let alone 
matched. It could be the fact that it’s ancient 
warfare, a period woefully neglected in com- 
puter wargames, or it could be the focus on 
command and control and the importance 
of leaders. No matter what, any wargamer 
looking for something different should find 
it in Hannibal. —Scott Udell 
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The Great Battles of Hannibal 

Interactive Magic * www.imagicgames.com 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16 MB RAM, 2X CD-ROM = 
Multiplayer: 2-8, Internet, LAN, modem, hot- 
seat 
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Lop off heads. sever limbs and bring 
your enemy to his knees (fiterally) 
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Final Liberation 


Orks declare waaaghhhh! 


t's the 40th Millennia ... and the galaxy 
isn't a pretty place. The Imperium rules 
with an iron-fist, assimilating worlds and 
cultures in a manner that would make the 
Borg envious. Intellectually challenged Orks 
want an empire of their 
own and are willing to do 
stupid things to get it. 
The Tyranids, a hive col- 
lective, encountered the 
Big MacTM early in their 
evolution ... now they 
just want to eat their way 
across the universe. And 
the enigmatic Eldar? Well 
they're just cheesed off 
that the neighborhood's 
gone to hell since the 
aforementioned races 
moved in. Welcome to 
the Warhammer Epic 
40,000 universe and Final 
Liberation. 

Rather than cover the 
entire 40K universe, Final Liberation concen- 
trates on a single star system. The focus of 
the game is centered on Volistad, a vital 
world that monitors a local warp point and 
which has recently become a microcosm of 
most of the protagonists living in the 
galaxy. An Ork expedition has crash-landed 
on this industrious world, slaughtering all 
opposition and setting up a forward base. 
Now it is your job as a renowned Imperial 
Commissar to retake this planet in a series 
of battles that will rage across its diverse 
and unique continents. 

Those of you who abhor real-time strate- 
gy (RTS ... or RSI if you're addicted to them) 
can vent a throaty Ork victory bellow; Final 
Liberation features a turn-based interface. No 
longer will the humble gamer require an 
oversized mouse-mat and digits of dyspro- 
sium. As with most of the current crop of 
strategy games, it features an isometric view 
of the battlefield upon which most of the 
40K units will make an appearance. Although 
the map cannot be rotated, a series of over- 
lay and transparency options is provided to 
make unit tracking easier. The range of bat- 
tlefields is quite varied, providing a measure 
of replayability once you've successfully 
completed the campaign. 

Whether you're into Leviathan’s waddling 
across the tundra or Bubble Chucka 
Speedsta’s doing power-slides through 
downtown Hellspire, this game has it all. 
Units are rated according to the weaponry 
they carry (or have grafted), movement, and 
various armor values. Opportunity fire rules 
provide a “reactionary” feature to the game; 


‘End Gurren! Phase 


COMPUTER GAMES 


provided a Lungbursta leaves a few move- 
ment points left over he'll be free to per- 
form major pulmonary mayhem during his 
opponent’s turn. The unit depictions are 
for the most part attractive and well-ani- 


A Battlefield overview. Note 
the transparency options used 
to reveal units behind walls 


An impressive Imperial Siege 
gun in action > 


mated... although the 
infantry squads do look a 
bit like miniaturized left- 
overs from Ecstatica 2. SSI, in its infinite 
wisdom, has also provided complete tabu- 
lar lists of all unit statistics... which is just 
as well as the in-game help doesn't identify 
many of the special abilities of the more 
esoteric units. 

The campaign game consists of a 
sequence of battles fought across the plan- 
et’s surface. An apt comparison can be made 
to Sirtech’s Jagged Alliance, where the direc- 
tion and resources used in each battle are 
entirely up to you. Orks counter-attack when 
threatened (or bored); regions have varying 
resources according to terrain, industry and 
level of exploitation; and regiment creation 
and upgrading can be performed during 
each campaign turn. It’s during these lulls in 
the action that the most important strategic 
decisions are made. Where to attack? Should 
| reinforce the spaceport? Are those golden 
arches indicative of the presence of a 
Tyranid horde? 

There are, however, a few blemishes on 
the game's visage. The almost mandatory 
use of full-motion video sequences in games 
continues to irritate. The video in this game 
is well-done and a suitably bleak rendition of 
the 40K universe; unfortunately, whoever 


was responsible for mixing the voices had 
obviously overdosed on his soporific of 
choice, as the entire voice track is about a 
second out of sync. Obviously this is the 
same guy who dubbed all those Asian mari- 
tal-arts movies in the 70s and 80s. 

The Al itself can be rather feeble at times 
and the varying difficulty levels only increase 
the size of the opposition not its intelli- 
gence. Using the argument that Orks aren't 
tactically proficient might assuage the 
designer's guilt, but this shouldn’t be an 


excuse for sloppy smarts. 

The game interface is ill-conceived in 
places: Load and Save game buttons that 
aren't clearly labeled and other buttons with 
deceptively confusing graphics; a very irritat- 
ing regiment management interface where 
game card slot restrictions aren't discovered 
until you transfer or sell the card in question; 
and movement modes that are not clearly 
indicated and group moves that are bizarre 
to say the least. 

Nevertheless, despite it’s quirks and idio- 
syncrasies, much time will be spent in hud- 
dled in front of your monitor with this game, 
leading to potential arguments with signifi- 
cant others. This alone is a considerable 
endorsement of Final Liberation. |\f you're a 
40K fan, you're probably going to buy this 
game; if you’re not, perhaps you should. 
—Phil Thé 
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Final Liberation 

SSI * www.ssionline.com * Requirements: 
Windows 95, 90 MHz Pentium or higher, 
16MB RAM, 2X CD-ROM * Multiplayer: 2-4 
players, Internet, LAN, modem 
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Pax Imperia: Eminent Domain 


Boldly going where everyone has gone before 


n January 1995, Blizzard announced the 
‘ development of Pax Imperia II, an ambi- 

tious sequel to the popular Macintosh 
“spaceploitation” game Pax Imperia. This 
new incarnation was to be a strategy game 
featuring detailed economic management, 
social development, trade, diplomacy, and 
over a thousand different technologies for 
the player to research. Blizzard shelved the 
project in 1996, later selling the rights to 
THQ, who then acquired Pax 2’s developers, 
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Heliotrope Studios. The game received a 
major streamlining and a new name: Pax 
Imperia: Eminent Domain. 

Eminent Domain offers a selection of differ- 
ent predefined alien races to play, and gives 
players the ability to create new races with 
customized traits. These bestow the usual 
advantages and disadvantages to research, 
construction, population growth, planet hab- 
itability, and so on. The game map may con- 
tain up to 100 solar systems, connected 
together by a branching system of worm- 
holes that enable travel between sectors 
(within a sector, ships are free to travel any- 
where). This interesting movement system 
makes it possible, for example, to isolate sec- 
tions of the map by blockading wormhole 
entrances at strategic choke points. 

Planetary structures are separated into five 
broad categories: Population, construction, 
research, espionage, and finance. Population 
structures increase the carrying capacity of a 
planet, while the other building types gener- 
ate production points in their respective cat- 
egories. The player may select the category 
of structure to build, but not the order of 
construction for individual buildings — an 
inconvenient limitation for players who like 
to develop optimal building strategies. 

Eminent Domain allows players to trade 
ships, information, money, and technology. 
Espionage points are used to fund missions to 
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steal technology, sabotage planets, and bribe 
enemy governors, to name just a few of the 
dirty deeds possible. In the diplomacy depart- 
ment, the game’s features are disappointingly 
lackluster. A simple push-button interface 
enables the player to initiate an escalating 
assortment of actions, starting with trade 
routes and culminating in research and infor- 
mation exchange agreements. What's missing 
is the sense of negotiating with a lifelike adver- 
sary. The motivations of Al players are never 
revealed. Members of an 
alliance do not seem obliged to 


<@ The Surface View screen. Each 
building represents a category 
of planetary development. As 
each new improvement is built, 
the corresponding building 
gets taller 


v Who do you want to be? The 
Species Design screen can be 
used to create your own custom 
races 
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other unfortunate shortcomings. Fighter 
craft are obscenely powerful, defying mine- 
fields and regenerating after each retreat. 
Planetary defenses are orbital instead of 
ground based, making the result of a bom- 
bardment, even with the puniest weapons, a 
foregone conclusion once the defenses have 
been destroyed. There is no ground combat, 
no way to capture installations intact - a 
planet must be reduced to rubble before it 
can be claimed. 

The game offers a large number of tech- 
nologies to research, though many of them 
are variations on a theme. The complete 
technology tree is accessible in every game. 
Players familiar with Master of Orion II will 
find themselves at home in Eminent 
Domain’'s ship design screen, which allows 
the player to mix and match components on 
six different hull types. Existing designs may 
be used to create new ones, and existing 
ships upgraded to new specifications. 

In other respects, Eminent 
Domain is a mixed bag. 
Graphically, the game is pol- 
ished and smart looking. 
The colony management 
interfaces are easy to get 
around in. On the other 
hand, the game’s manual is 
barely adequate, and could 
benefit from additional 
detail. The Al is weak, but 
multiplayer options exist 
that allow up to 16 people 
to play simultaneously. 

For a game nearly three 
years in the making, Eminent 
Domain breaks very little 
ground; indeed, in many 


come to each other's aid. War breaks out with- 
out notice and seemingly without provocation. 

The real-time nature of Eminent Domain is 
not usually a hindrance. The clock may be 
stopped at any time, allowing the player to 
issue orders or consider options without 
time pressure. Ship combat is resolved in 
real-time; events outside the battle are 
frozen until the fighting is done. Ironically, it 
is during combat that the real-time system, 
coupled with a clumsy user interface, inter- 
feres most with the flow of the game. 
Commanders wishing to maneuver their 
ships to take advantage of facing and firing 
arcs will find themselves frequently pausing 
the action to make adjustments. Without 
doing so, ship-to-ship engagements quickly 
degenerate into massed free-for-alls, with 
very little tactical finesse. 

The combat system exhibits a number of 


respects it plays like a pale 
copy of Master of Orion II. In reducing the 
game’s complexity to make it accessible to a 
wider audience, Eminent Domain's develop- 
ers may have removed too much of the 
spice that would have distinguished it from 
other titles in the genre. The end result is 
unremarkable and ultimately bland, suitable 
for gamers who enjoy calorie-reduced galac- 
tic conquest, but unlikely to excite those 
accustomed to games with more complexity 
and depth. -Lee Johnson 
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Pax Imperia: Eminent Domain 

THQ Inc.» www.paximperia.com * 
Requirements: Windows 95, 486DX/100 or 
higher, 16MB RAM, 2X CD-ROM 
Multiplayer: 2-16 players, Internet, LAN, 
modem 
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[Features 


* Complete simulation of three of WWII's most famous medium © Over 80 unique battle areas with randomly generated battles for a 
tanks: the American Sherman, German Panther, and Russian 134/85. wide variety of fighting scenarios. 


~ Battle on the Western or Eastern fronts and play as either a : gel Multiple difficulty and realism settings for novices and hard-core 


or defender. simulation fans alike. 
» Command a single tank, a tank platoon, or take control of anentire = & Multiplayer options for cooperative or competitive play via modem, 
force—including air support, artillery, infantry, rockets and more. local area network,or internet. 


® 3D accelerated to display outstanding 3D graphic polygons. 


P.O. Box 13491 + Research Triangle Park « NC.27709 | TER ACT 


Visit www.imagicgames.com for more information Mi AG ( 
~_ or call toll free 1-800-789-1534 


ERS AS 


AIR WARRIOR* II ALIENS “ONLINE 


MULTIPLAYER BATTLETECH” 


JACK NICKLAUS’. . CLASSIC CARDS” STARSHIP TROOPERS” . 
ONLINE GOLF TOUR ONLINE 


Aliens is a trademark of Fox Inc. and used under license. CatchWord is a trademark of Discovery Communications, Inc, and used under license. BattleTech is a re 
Carlson and used under license. Online Casino and Classic Cards are trademarks of Masque Publishing and-used under license. Starship Troopers is a trademark 


een trademark of FASA Corporation and used under license. Harpoon Online is a trademark of Larry Bond and Chris 
oO 
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Cheat Thrills 


Blaming Quake II for feelings of inadequacy 


ell, it’s as inevitable as letters of 
protest whenever we run even the 
most non-inflammatory political 


joke. My computer ain’t up to the new gen- 
eration of 3D games. When | bought an 
Orchid Righteous 3Dfx card (yes, you read 
that right, bought—companies don't let us 
keep our hardware), it let me keep my trusty 
133MHz Pentium for another year. But it’s 
no longer a happy camper. 

| can't afford to be on the bleeding edge 
any more than most of you can. | bought my 
current motherboard over a year ago, which 
was the time before the Pentium II and 
when the 200MHz MMxX Pentium was on the 
bleeding edge. For about a week, | had the 
hottest rig in the office (until that Wartofsky 
fellow got machine envy and bought a 
200MHz MMX motherboard). It’s a really 
expensive motherboard from American 
Megatrends, which I've been reluctant to 
part with in part because of its cost but 
also due to its incredible stability (| have 
fewer problems than others do with the 
Same software). | also bought 32MB of 
RAM, which was a lot back then. 

At the same time, | upgraded my 
trusty double-speed Toshiba CD-ROM 
with a 6.7 speed drive, also from Toshiba 
(it's a SCSI CD-ROM, and outperforms 
most 8X and 12X IDE drives). The 1.2GB 
SCSI-2 drive I’ve had for the past five 


years was always full, so | bought an lomega 
Jaz drive for storing games. | finally broke 
down and bought a 6.4GB Ultra SCSI drive 
(man, is it fast), and now use the Jaz for 
backing up vital data (and saved games). 
Recently, | upgraded the memory to 64MB 
of RAM, which makes Windows 95 extremely 
happy with all software, especially the latest 
games that are requiring 32MB of RAM (such 
as Wing Commander Prophecy). The memory 
was Only $90. 

Unfortunately, I’ve hit a processor-speed 
wall. Games like Quake I/ and Prophecy aren't 
happy on the 133. Quake I/ has serious paus- 


es when two or more creatures are on the 
screen at once at just about any resolution, 
and | have to reduce detail on some of the 
other big 3D accelerated games (even the 
3Dfx-native ones). It’s still a fine machine for 
most strategy games (Myth being the only 
one that makes it chug a bit), and | don’t 
play flight sims, so the fact it’s not exactly 
cutting edge for them is irrelevant. 
Anyway, I’m going to install a 200OMHz 
MMxX Overdrive processor to bide my time 
until | can afford an AGP Pentium II mother- 
board (probably another AMI board). By that 
time, AGP will be more stable (and in its 


newer, faster version), and there will probably 


be AGP accelerator cards based on the 3Dfx 
Voodoo 2 chipset. I'll probably get a 266MHz 
Pentium Il, because by then their cost will be 


The final boss in Quake II brings a 
133MHz Pentium to its knees, getting 
less than 1 frame per second 


This secret area can be found in 
the final showdown of Quake II. Go 
underground in the room with the 
final boss and take out the wall with 
sparks shooting off it 


Intel to the rescue—can it make Quake 
li playable? 


driven down by 
the chips soon to 
be running faster 
than 300MHz. | 
figure I'll go for 
this sometime in mid- to late-1998 (probably 
the latter). 

I've always been of the opinion that, 
when upgrading, you're better off making 
big leaps than taking a series of small jumps. 
But we're at a point where you can make 
more incremental upgrades to boost your 
machine’s performance for (relatively) little 
cost. RAM is always a good boost (and is so 
cheap nowadays), and video card prices 
keep dropping. 

In upcoming installments, we'll print some 
comparison benchmarks to let you know if 
the upgrade is worth it. -Steve Bauman 
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Tomb Raider II 

To skip a level, press </> to 

draw a flare. Walk one step 

forward (holding 

_ <SHIFT>), one step back- 

ward, turn around three 

times and then do a for- 
ward jump. To get all of 

the weapons, do every- 

thing the same as 
above, but do a back- 
ward jump instead of 


J }. a forward jump. 


Oddworld: Abe Oddysee 


From the main menu, to see all of the 
movie scenes, hold the <SHiFT> key and 
press <UP>, <RIGHT>, <LEFT>, <RIGHT>, 
<LEFT>, <RIGHT>, <DOWN>. To select 
any game level, hold <SHIFT> and press 
<DOWN>, <RIGHT>, <LEFT>. 


Uprising 
Press <M> before entering the codes. The 
codes with two words need to be entered 
separately. You can also chain codes 
together, e.g. CHUMP, then followed up 
with DANGEROUS. 
CHUMP God mode 
CHUMP CHUMP God mode, super speed 
DANGEROUS Unlimited weapons 
TUFF Super weapons 
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/AVCCIDIE 


Sometimes known as Sloth, the sixth deadly sin. A\ccidie is a denial of higher spiritual authority, 
the abandonment of one’s relationship with their spirit, the death of the soul. The path of 


A\ccidie leads to despair, cynicism and suicide. 
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Quake II 


Nobody does id better 


n the beginning, there was Quake, and it 

was good. A canon of technology, it 

rewrote the rules governing first-person 
action shooters. Dark in nature, grim in color, 
and filled with the songs of Reznor, it trans- 
ported mere mortals to the nether regions of 
the id, a hellish place where everything wants 
to hear you scream. Still, when the creator, the 
great Carmack, and his underlings looked 
upon their creation, they decided that it could 
be better. 

And so, the denizens of id went to work, 
pumping new ideas into their creation. Mystical 
new 3D technologies, especially one known as 
Voodoo, were thrown into the mix. While id 
worked, though, other design houses hurried 
onward with a host of projects dubbed the 
Quake killers, games with deep, foreboding 
names such as Prey, Unreal and Half-Life. 

Thus, the stage was set for a great show- 
down to determine what would be the great 
Quake killer. The time for this great conflagra- 
tion would be in the winter of the year 5 A.D. 
(After Doom, or 1997 to the rest of the world). 
However, id threw the war and nobody came 
(for they had all slipped in their schedules). And 
so, fittingly, the great Quake killer would prove 
to be Quake Il. 

This might be a slightly reverential treat- 
ment of Quake II; then again, when dealing 
with a title of this caliber, perhaps it’s war- 
ranted. Few computer games have generat- 
ed the kind of anticipation that this one has. 
Its appearance was heralded in newspapers 
and magazines across the country. Yet for all 
this attention, the question remains: does 
Quake II prove to be a fitting heir? The 
answer is yes... with reservations. If Quake 
was a revolution, Quake II is simply an exten- 
sion of that revolution. From a technological 


Unfortunately, you won't find any princesses on this detention level 
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stand- 
point, it 
advances 
the state 
of 3D 
gaming to 
the next 
level. 
However, 
this is not 
a surpris- 
ing devel- 
opment 
consider- 
ing that 
no com- 
pany has 
advanced 
the state 
of gaming (period) more than id. 

The first thing that hits you upon starting 
up a game is a cutscene. Yup, you read cor- 
rectly, this is an id game with a plot (surely 
one of the signs of the Apocalypse). 
However, this is still id we’re talking about, 
and the story is considerably sparse: mutant 
cyborgs attacked Earth and now it’s time for 
the humans to return the favor by invading 
their homeworld. The end result, of course, is 
the same as always: you against the world. 
This storyline is one of the first chinks in 
Quake II's armor (the first sign of sloppiness 
being that the CD-ROM doesn’t autoplay but 
instead calls up a relatively useless directory). 
The cutscenes, including the map briefings 
that stitch the levels together, are all poorly 
done. The video sequences look dated, while 
the map briefing has text so poor it’s practi- 
cally illegible. Overall, it's enough to make 
you wonder whether the inclusion of a story 


= — 


The world of Quake is rather orange 


was a mistake. The gameplay is the same as 
in previous games, but at least Doom and 
Quake didn’t entertain any pretenses of hav- 
ing a plot. 

Still, all is (almost) readily forgiven once 
you actually drop into the game. Gorgeous 
may very well be the term that best 
describes it, as Quake // is a testament to the 
wonders of 3D acceleration done correctly. 
Lighting effects and colored lighting are 
handled with aplomb. This is a game that is 
best played at night with all the lights off, to 
not only reinforce the immersiveness but to 
appreciate the effects. The world of Quake II 
is a grim one, full of dimly lit corridors not 
unlike those of Quake. It’s still dark, it’s still 
gloomy, and there’s still little sign that id has 
discovered the brighter colors in the palette. 

The attention to detail with the weapons 
is an especially nice touch. Everything, from 
the way the machine-gun kicks up on you 


The “Eraser” weapon has a particularly nifty graphic effect 


(like it would in real-life) to the laser dot you 
can point on targets, is handled wonderfully. 
It's a visual treat to watch the railgun leave a 
blue energy trail that dissipates (the effect is 
Straight out of the movie Eraser). Or let loose 
a rocket and watch as the its flame illumi- 
nates the surrounding darkness. On the 
other hand, it would have even been better 
if id had applied this kind of detail to the 
damage model. As it is, you may be able use 
the laser dot to go for head shots, or use the 
shotgun and aim at an opponent's knees, 
but the damage that the creatures incurs 
doesn't show this targeting. There is one 
creature, for example, whose head gets 
blown off even if you’re aiming for groin. 


If real life were like games, little explosive containers would be everywhere 


The Al of Quake I/ was supposed to be one 
of its highlights (according to the box), yet it 
ends up lacking. The cyborgs that you battle 
show inklings of intelligence; however, the 
majority of times they seem no smarter than 
the monsters in Doom and Quake. 
Sometimes they'll do plain old stupid things, 
such as crouch in the open, which just 
means you'll have to aim a little lower. 
Worse yet, level bosses and some of the 
more advanced opponents are particularly 
dumb, relying on brute firepower and 
extremely thick skins rather than brains. 

The level design, while not on par with 
Jedi Knight, is still strong, proving that John 
Romero’s departure didn’t cripple id in this 
department. Levels take the hub approach, 
which means that rather than a linear romp 
through them, players have to travel back 
and forth between levels. However, as intri- 
cately designed and detailed as this can be, 
gripes can be made about the levels’ confus- 
ing nature and the lack of a map function. 
Trying to determine where to go or what to 
do next will most likely mean enduring 
annoying load times as you backtrack 
between levels. 


Like Quake, Quake I/ cannot handle exteri- 
Or areas too well. While it is an excellent 
engine when rendering confined spaces, it 
struggles when tasked with assembling 
something much larger. Step out of a tunnel 
and into a large plaza and the performance 
hit is readily apparent. On a 233MHz 
Pentium with a 3Dfx card, the frame rate 
chugs at times. The game 
requires a beefy machine, as 
even the recommended 
133MHz machine with a 3Dfx 
card is unplayable at higher 
resolutions. 

Quake |/ marks up another 
demerit upon inspection of its 


multiplayer capability. The 
game includes the obligatory 
(and incredibly popular) death- 
match mode, yet strangely left 
out support for cooperative 
play. In terms of deathmatches, of which thou- 
sands take place every night on the Internet, 
the gameplay is generally smooth on a 33.6 
modem with a large number of players in the 
game. Yet as wildly fun as they can be, most 
deathmatches still decay into a race for the 
heavy weapons, which can become mundane. 

And finally, the game shipped with a large 
number of annoying, and a smaller number 
of critical, bugs. The rush to get the game 
out for Christmas may very well be the cul- 
prit here. Out of the box, the multiplayer 
functions are plagued with a couple of seri- 
ous bugs, including a doozy that allowed for 
malicious computer users to crash Quake I/ 
servers at will. These problems were 
addressed in a series of hastily prepared 
patches that caused a few more annoying, 
little bugs. 

Despite all these flaws, there is simply no 
denying the juggernaught that is Quake II. 
No other game can immerse you into its 


world as effectively as it does. Playing it can 
literally be a transcendent experience at 
times. Yet even this can be a problem, as the 
game can be so involving it may very well 
be disturbing to the casual gamer, especially 
after encountering captured Marines. 
Listening to their cries of agony, as they beg 
for someone to kill them can be unsettling 


This thing wants to take a bite out of you 


enough; watching them get sliced in half or 
dropped into lava is positively nightmarish. 
Make no mistake, this is a violent and bloody 
game that goes as far as having flies buzz 
around the corpses on the ground. 

In the end, Quake // proves to be Quake- 
killer only in the sense that it is that game’s 
follow-up. Like a sequel, it builds on the 
work of the original and remains familiar 
and faithful to its theme. Quake I/ doesn’t 
break any new ground, so to speak, but it 
still shows that nobody does id 
better.Jason Ocampo 


Quake Il 

id Software 

www.idsoftware.com * 

Requirements: Windows 95, 90 MHz 
Pentium or higher, 16 MB RAM, 4X CD-ROM + 
Multiplayer: 2-32 players, LAN, TCP/IP 
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Heavy Gear 


Activision tries to teach an old Mech new tricks 


ctivision’s MechWarrior engine 
debuted three years ago and it’s 
made precious little progress since 
then. Witness Heavy Gear, it’s latest incarna- 
tion, a title in dire need of more time with 
the programmers and QA team. It’s not a 
total loss, but what’s good about Heavy Gear 
is the stuff that was good about the 
MechWarrior games all along. But what's bad 
about Heavy Gear is inexcusable coming 
from a veteran team of game designers. 

The first problem with the game is that it 
isn’t markedly different from the 


The gear building is comprehensive, detailed, undocumented, and buggy 


MechWarrior titles. Gears, which are based 
on an anime-inspired pen-and-paper game, 
are smaller and more agile than the lumber- 
ing three-story mechs. They are supposedly 
more akin to battle armor, as the intro movie 
clearly demonstrates. They leap around cor- 
ners, dodge incoming fire, and grip their 
weapons with both hands. Yet the gameplay 
feels mostly the same, which is no surprise 
considering the MechWarrior engine is large- 
ly intact. There are some changes: gears can 
fall over, crouch, roll on wheels, sidestep, 
and pick up weapons. But these additions 
are minor; nothing in Heavy Gear is funda- 
mentally different from the “tank-driver” feel 
we've had with Mechwarrior all along. The 
battlesuit concept hasn’t been done justice 
since Looking Glass’ award-winning (at least 
from this magazine) Terra Nova. 
Sidestepping is the most significant addi- 
tion, but it’s not much more useful than the 
time-honored MechWarrior strategy of circle 
strafing, in which you point your torso 
towards your opponent while moving in a 
circle around him. Since the Al in Heavy Gear 
still hasn’t learned to lead its targets effec- 
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tively, both tactics are ruthlessly efficient 
against the computer. And since the com- 
puter is such a poor shot, there’s not much 
point in crouching behind what little cover is 
available. The computer gears seem hard- 
coded in a few missions to use cover, but 
otherwise, the sparsely scattered obstacles 
are useless. 

The weapon balance is one of Heavy 
Gear's fatal flaws, especially in multiplayer 
games. A ranking system determines which 
gear components are available to the player. 
As you successfully complete missions and 
racks up kills, more 
and more toys are 
available to build the 
appropriate gear for 
the job. But there’s 
no incentive to use 
many of these toys; 
most missions are 
easily accomplished 
with the misnamed 
bazooka (since when 
does a bazooka 
launch guided mis- 
siles?) or a burst 
from a rocket pack, 
both of which are 
available early on. 
The terrain doesn't 
lend itself to the 
indirect fire 
weapons, like mor- 


Gears can kneel (not that there’s any compelling reason to do so) 


tars and grenades, which are too difficult to 
aim in the heat of combat. The energy 
weapons available late in the game use lim- 
ited ammo, and the bazooka renders actual 
guided missiles redundant. The many rifles 
and cannons gears can carry are good for 
long range sniping, but why bother when 


you Can just let a homing bazooka shell do 
the work? It’s hard to believe that any beta 
testers worth minimum wage wouldn't have 
uncovered these flaws by lunch hour on 
their first day. 

The missions are little changed since 
MechWarrior. Although there are now recon 
missions that allow you take a fast gear and 
bypass combat completely, most missions 
consist of waypoint-hopping and taking out 
whatever enemies you find there. New rules 
for sensors and stealth ratings might have 
added an enjoyable cat-and-mouse element, 
but radar can still magically see through ter- 
rain so there’s no point trying to sneak 
around when you're just going to pop up on 
your opponent's sensors. Indirect fire could 
have been a welcome new element, but it 
gets the short end of the stick in the unbal- 
anced arsenal. 

Heavy Gear can be played as a story-driven 
campaign, but only if you take the term 
“story” in its loosest possible sense. Utterly 
forgettable video clips make Origin’s Wing 
Commander movies look like Citizen Kane in 
comparison. Although the manual hints at a 
rich universe, it’s nowhere visible in the actual 
game. Tours of Duty are a great idea, in which 
you can play through an abstracted dynamic 
campaign by choosing different mission 
types, but the effect of these missions types 
on the campaign are poorly explained, as are 
the little upgrades your gear’s Al learns over 
time. Chalk these up as more great ideas 
poorly executed. 

Speaking of which, the 
multiplayer aspect is a 
painful reminder of 
Activision’s NetMech debacle 
with their MechWarrior titles. 
With Heavy Gear, Activision’s 
intent was to create a virtual 
war on the Internet, tracking 
the results of all players’ 
matches through the 
progress of an ongoing war. 
Too bad it’s still in beta and 
doesn’t work correctly. The 
interface for setting up these 
matches is obscure and 
clunky, making it difficult to 
find specific players and 
arrange balanced fights. 
Activision’s numerous 
servers make for lag-free connections during 
off hours, but getting more than three play- 
ers together on a weekend evening is a risky 
proposition. If you're lucky enough to con- 
nect with players who are more interested in 
gameplay than winning, the variety of 
weapons and mission types can make for 


some entertaining multiplayer sessions. 

The game engine is actually a step back- 
wards from the 3Dfx work that was done for 
Mercenaries. Heavy Gear is a textbook exam- 
ple of the limitations of Direct3D (the native 
3Dfx support is a sad joke). Transparency 
effects are nowhere to be seen; smoke is 
either a flat smudge or a cluster of conspicu- 
ously square pixels. Explosions are two- 
dimension bit-mapped effects outlined with 
a white border. Mercenaries’ great weather 
effects have been abandoned. The sky is 
now a coarse dithered texture that looks like 
it belongs in another game. Although the 
terrain rolls a bit, it’s still a flat featureless 
wasteland, with a very few obstacles sprin- 


The Easter Island-esque statues are one of the rare instances of terrain features 


kled about: here the odd boulder, there a 
Stray cactus, and sometimes a textured cube 
for a building. Some terrain and effects pop 
in and out depending on whether they’re in 
your peripheral view or right in front of you. 

The sound effects are inconsistent at best. 
Perhaps the tinny sounding cannon shots 
are appropriate. Perhaps all aircraft are fitted 
with super-stealth sound-suppressors. But 
missing effects like the thump of a gear 
tromping downhill are inexcusable (padded 
shoes?). The lighting effects are passable, 
but nighttime missions are rare and hin- 
dered by the infrared view. It’s a sad state of 
affairs when you have to resort to the wire- 
frame view when in the dark. Shadows are 
only a minor part of the game, but they're a 
painful indication of the careless work in 
Heavy Gear - they consist of differently-shad- 
ed polygons stacked together in a flat and 
messy jumble. 

A lot of attention was put into the gears 
themselves, which look great. They're more 
elaborate and streamlined than mechs. They 
also have a wider range of movement, from 
sidestepping to writhing helplessly on the 
ground after losing legs. It’s unfortunate 


that the environments don't do these lovely 
machines justice; imagine carefully crafting a 
finely detailed model and then displaying it 
in a battered cardboard box. 

For the most part, the new interface from 
within the gears is clean and polished. A 
wireframe overlay directly on the enemy 
gears does an excellent job of displaying 
damage and making targeting 
easier. However, for some odd 
reason, the aiming reticle and 
eyepoint are separate in 
Heavy Gear, meaning that 
where you're looking isn’t 
always where you're aiming. 
This is perplexing in the 


extreme when you zoom in for 
a long-range snipe and find 
you Can't shoot at anything 
you see. A detailed damage 
readout on your own gear is 
absent, as is an indication of 


but there’s little need for these lumbering 
behemoths when you can load equally pow- 
erful weaponry on a smaller gear. 
Squadmates are merely thumbnail photos 
without personalities, which might explain 
why they won't shoot at anything in the 
game unless you tell them to. 

Heavy Gear isn’t any worse a game than 


The explosions look decent from a distance but up close it’s 
another story 


“Top o’ the world, Ma!” cries a Jaeger on a mountaintop 


the zoom level on your radar 
screen. The artwork of the tip of your hand- 
held gun smacks of Doom. 

The game shell is rendered in disappoint- 
ing low-resolution artwork and anything 
other than a plain vanilla mouse cursor will 
booger it up. The gear builder is complex 
and thorough, but completely undocument- 
ed and plagued with a weight bug that’s 
been around since the first MechWarrior. The 
gears are modular in design, allowing for 
some excellent mix and match choices, even 
down to the actuators and hydraulics within 
the limbs. This might have been a nice fea- 
ture if it seemed to impact the actual game. 
As it is, with no sense of supply or limited 
resources, there’s no need to choose any- 
thing but the fastest gear for recon missions 
and the heaviest gear for combat missions. 
Particularly Gears called Striders suggest a 
bit of variety in the gear building options, 


Mechwarrior 2, but neither is it any better a 
game. In fact, considering the egregious 
bugs, the sloppy programming and the lit- 
tle-changed engine, it’s not even that differ- 
ent a game. Activision's loss of the FASA 
license behind the MechWarrior universe 
should have taught them some hard lessons, 
but it seems to have had little effect. The 
result is a game every bit as inspired but 
mediocre as what they've been doing all 
along. -Tom Chick 


KKK 


Heavy Gear 
Activision * www.activision.com ° 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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Wing Commander: Prophecy 


It’s Wing Commander: The Next Generation 


Something wicked this way comes 


ake your standard, Hollywood sum- 
T mer blockbuster. Odds are it has great 

special effects. Odds are it also has a 
paper-thin plot. But then, who cares? Odds 
are it still makes tons of money. 

This seems to be the formula behind Wing 
Commander: Prophecy, the latest in the ven- 
erable space combat series known not only 
for pushing the edge of the gaming enve- 
lope but for being one of the first to success- 
fully mate Hollywood-style cinematics with 
top-notch gameplay. However, while 
Prophecy may serve up the best space com- 
bat this side of Endor, it’s loaded down with 
a story that doesn’t quite seem to work and 
an enemy that doesn’t seem worthy enough 
to be feared. While this doesn’t stop the 
game from being entertaining, it does tar- 
nish the overall experience. 

Several years have passed since Admiral 
Tolwyn nearly triggered a genocidal war 
with the Border Worlds, and the galaxy final- 
ly seems to be settling down after genera- 
tions of conflict. In a change for the series, 
you no longer play Christopher Blair, the 
hero of the four previous Wing Commander 
games. Instead, you are Casey, a new 
Academy “plebe” assigned to the TCS 
Midway, the Confederation’s newest 
megacarrier. And, being a plebe, your 
squadron mates haze you, the veterans 
seem to hate you, and you can’t help but 
feel the shadow of your dead war-hero 
father (the Iceman) hovering over you. What 
you need is a war to prove yourself. 

Needless to say, you'll get one. It turns out 
the Kilrathi had a sort of reverse-Arthurian 
legend: that in their darkest hour all hell 
would break loose and a terrible new enemy 
would appear and destroy the universe. True 
to form, a mysterious wormhole appears in 
the asteroid belt formerly known as the 
planet Kilrah, and a new alien menace 
appears. Before you know it, war is back in 
fashion as you must confront a horde of 
insect-like aliens and push them back to the 


COMPUTER GAMES 


wormhole from whence 
they came. 

Origin says Prophecy 
returns the series’ focus 
back to space combat, and 
it shows, sticking to the clas- 
sic Wing Commander struc- 
ture: fly mission, see cut 
scene, fly next mission, see 
next cut scene. Gone are the 
“interactive” movie seg- 
ments of the two previous 
games, and while the mis- 
sion structure still branches, 
you won't be offered any 
forks in the FMV road. 

Flying around is a visual feast, as the 
Vision Engine is simply gorgeous, especially 
with a 3Dfx card. Fighters are intricately 
detailed, while capital ships are gigantic in 
size. Colored lighting, lens flare, and other 
effects are superbly handled with 3D accel- 
eration, and eye candy such as nebular gas 
clouds help immerse you in deep space. 
More importantly, the engine is 
fast, even with large numbers of 
fighters on the screen (once again, 
3D acceleration helps here). Slight 
slowdowns are encountered when 
flying near capital ships — not sur- 
prising when some of the ships are 
nearly two kilometers in length — 
but nothing serious. 

The sensation of flight is incredi- 
ble, probably due to the detritus- 
like space dust that makes the 
game sometimes feel like it’s tak- 
ing place underwater. Combat is 
equally impressive, and with the 
wide variety of ordnance in the 
game, spectacular to look at. 
Fighters jinx around, cluster mis- 
siles weave smoke trails across 
space, and alien ships (a weird 
hybrid of insect, manta ray, and 
squid) can break apart into a larger 
number of smaller fighters. 

More than ever, the fighters you 
fly have unique handling charac- 
teristics which make a load of dif- 
ference in combat. For example, 
the Devastator is probably the 
equivalent of trying to dogfight 
with a Mack truck. It’s big, it’s 
heavy, and you can almost feel it 
lumber around in a fight. By com- 
parison, the Vampire is astonish- 
ingly nimble and fast, making it 
the ultimate dogfighter. On the 
downside, Prophecy retains the 
bumper car feel of Privateer 2. 
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Skate fighters have a nasty habit of breaking up into three 
different ships 


Slam into an enemy fighter at high speed 
and instead of exploding or careening our of 
control (see TIE Fighter for superb examples 
of this), you bounce off like a rubber ball. 
This takes some of the fun and challenge out 
of knife fights as you don’t have to worry 
about collisions. 

Wing Commander veterans will find them- 
selves at home with the controls, many of 
which remain unchanged since the original 
game. However, one glaring difference is in 
the power management system, which is a 
step backward. Instead of simply toggling 
power levels with the keyboard, you have to 
hold the <P> key down while you move the 
joystick around. It feels imprecise and vague, 
but thankfully you don’t need to change the 
power settings around too often (in fact, you 
can win the game without using it at all). 

Old hats will also find themselves familiar 
with the missions, which consist primarily of 
the obligatory “scout the navpoint” to 
“destroy everything in sight” tasks. It’s too 
bad there’s not more variety, and some of 
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Closing in for a strafing run on an alien transport 


the missions seem a tad too simple. 
Particularly nasty, though, is one mission 
which will have you search an asteroid field 
for an enemy jammer. This one will recall 
some of the frustration players had with X- 
Wing, as you will quickly discover that pure 
luck is the only way to successfully complete 
the mission. 

Origin probably has as much institutional 
experience with movie making as anybody 
else in the industry, and Prophecy benefits 
from a production standpoint because of this. 
The cast is full of young, fresh new faces, but 
nothing as bad as the movie version of 
Starship Troopers. Steven Petrarca does an 
adequate job of portraying Casey, even if he 
bears an eerie resemblance to Dana Carvey at 
times. However, characters we’ve come to 
know over the past few games behave 
strangely out-of-character. Mark Hamill’s Blair 
seems like a bitter, brooding has-been, and 
Tom Wilson’s Maniac acts more like Wilson’s 
Biff Tanner from the Back to the Future movies. 
Even worse, at one point of the game, Maniac 
acts like the total rookie while your character 
is suddenly the sage veteran. It just doesn’t 
make sense. 

Then there is the childish behavior of nearly 
everyone. We've come to expect the fighter 
jock mentality in Wing Commander games, 
but this time it feels more like a stereotypical 
fraternity house. It seems everyone guzzles 
drinks between missions, veterans knock 


rookies around like they were high 
school freshmen, and your character 
spends half his time making doe eyes 
at all of the women on the ship, and 
vice versa. 

On top of that, Prophecy does little 
to develop the new alien menace. In 
fact, they’re never really given a 
name throughout the entire game, 
they’re just bugs. Worse yet, consid- 
ering these aliens are supposed to 
rain destruction upon the universe, 
you never get a feeling of dread. In 
fact, it’s hard to be frightened of a foe 
that your side has a thousand-to-one 
kill ratio against (examine the kill- 
board halfway through the game and 
do the math). At least previous Wing 
Commanders made it clear what you 
were fighting against. The Kilrathi 
were out to exterminate humanity 
while the bad guys in Wing 
Commander IV were out to extermi- 
nate “genetically-inferior” humanity. 
In Prophecy, the aliens serve simply as 
a token plot device, they seemingly 
exist just to fly missions against. 

Meanwhile, the game rips off 
countless television shows and 
movies. There’s the fighter jock who 
tries to live up to his father’s fighter 
jock reputation (Top Gun), the alien 
hordes invading from a wormhole 
(Deep Space Nine), the launching 
tubes and landing bays reek of 
Battlestar Galactica and the closing shot is 
straight out of Empire Strikes Back, etc. etc. 

Despite all this, it’s a credit to the game’s 
design that the entire thing is still a helluva 
lot of fun. Gameplay is engrossing enough to 
trigger the time-honored “one more mission” 
lock that finds you playing until sunrise. At 
Prophecy’s default skill level though, it should- 
n't take more than a few good sittings to fly 
through the 30-odd missions. And unfortu- 
nately, those looking forward to multiplayer 
to extend the experience will have to wait 
until next time, as Origin yanked that feature 
at the last minute. 

Prophecy definitely represents a passing of 
the torch. Not only does the game shift focus 
to a younger generation and a return to great 
space combat, but the blatant “make-a- 
sequel” ending means gamers can look for- 
ward to taking Casey and company into more 
furballs against the alien bugs. And because 
it's Wing Commander, that’s a good thing. 
Let’s just hope that Origin remembers to 
bring a plot along for the ride next time. 
—Jason Ocampo 


Wing Commander: Prophecy 

Origin Systems * www.origin.ea.com * 
Requirements: Windows 95, 133MHz Pentium 
or higher, 32MB of RAM, 4X CD-ROM » 
Multiplayer: none 
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Build alliances with alien races, learn their 
technologies, then annihilate them. Ouch. 


us 
MARKETING SERVICES, INC. 


Metropolis 
4 ae ete! De aay 
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Mageslayer 


Gimme that ol’ time hack n’ slash 


adept at creating hordes of oncoming 

monsters, especially with any degree 
of detail. Sure you can fight off a small room- 
ful of Stormtroopers in Jedi Knight, a minor 
wave of grunts in Quake II, or a pint-sized 
posse of cowboys in Outlaws. But the time- 
honored practice of hacking through hordes 
of beasties doesn't lend itself to the first-per- 
son perspective. Opting instead for the 
bird’s eye view is Mageslayer, a top down 
extravaganza of hack-and-slash gameplay 
choked with atmosphere and colorful flour- 
ishes. Anyone who fondly remembers 
Gauntlet will feel right at home with this title. 

You choose one of four slightly different 

characters and wade through five monster- 
crowded worlds. The objective is to wreak 
havoc and survive the mayhem as you 
pound down power-ups like Rush 
Limbaugh at an all-you-can-eat banquet. At 
the end of each level there’s a mean and 
nasty boss waiting to buckle down under 
an onslaught of brute force. There are occa- 
sional switches to open doors or extend 
bridges, but Mageslayer has a minimal 


S irst person shooters aren't terribly 


Galapagos 


Dead robots aren’t much fun 


he annals of computer gaming are full 
T of despised villains, but none are so 

hated as Mendel, the mechanical pro- 
tagonist of Galapagos. The point of this 
game is to help this four-legged robot nego- 
tiate the deadly perils of a variety of colorful 
Escher-esque worlds. But Mendel is largely 
autonomous. You can tap him on the side to 
encourage him to move in another direction, 
but he’s no puppet. Like the wind that 
“blows where it wills,” the mule-headed 
Mendel wanders without rhyme or reason. 
But he’s supposedly endowed with an Al 
that learns from its mistakes and develops its 
own personality. The problem is that there is 
little evidence of Mendel’s supposed capaci- 
ty to learn. He stumbles off platforms, blun- 
ders into deadly force fields and refuses to 
take any action resembling self-defense. 

Galapagos’ levels are certainly pretty, and 

some of them are cleverly designed, with plen- 
ty of complex puzzles to solve. However, a far 
more formidable obstacle is the swooping 
camera that shifts your perspective to all the 
wrong places. You have no control over where 
you're looking, which means sometimes 
Mendel is obscured, sometimes you can’t see 
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brainpower requirement. Your job is 
to whale away on the “fire” button 
until all is quiet. 

Unfortunately, character control is 
unnecessarily awkward, which is a seri- 
ous flaw in a twitch-oriented game. 
Power-ups and attacks are afflicted 
with a bit of clunkiness, lacking hot- 
keys specific to each of them. The 
game is also prone to crashes with the 
polite, almost apologetic message, “There 
was an exception,” nip this in the bud with 
frequent saves. 

Deathmatches suffer from the limited 
view, since it’s hard to find your enemy. 
Mageslayer is better suited to cooperative 
play, where you can enjoy the multiplayer 
thrill of Gauntlet by the light of dazzling 
pyrotechnics and lively graphics. 
Unfortunately, it’s pretty sensitive to Internet 
lag, so the thrill is smoother on a network or 
modem connection. 

Although it has its quirks, Mageslayer’s pri- 
orities are in the right place. With Hexen //, 
Raven emphasized the graphics and the 
game engine over gameplay. It’s gorgeous, 


Say hello to Mendel. 
You'll get plenty of oppor- 
tunities to say good-bye 


If Escher used watercolors 


the place you need to click, sometimes you 
can’t see an approaching danger, and some- 
times you'll accidentally zap the hapless little 
guy because of an unexpected camera shift. 
The game makes little effort to create an 
emotional attachment to Mendel. He'll make 
the occasional inquisitive chirp and squeaks 
piteously when he burns up in a pool of lava. 
The sort of intangible learning process mod- 
eled might be more tolerable if Mendel were a 
big-eyed fuzzy toy like the Norns in Creatures. 
After watching him kill himself 10 times ina 


A chaotic melange of power-ups, spell effects, and 
splattered monsters: this sums up the game nicely 


but vapid. But with this game, they've 
focused on the simple act of mowing 
through a gazillion monsters. Sure, it looks 
good, but that’s not the point these days; 
everything looks good. What matters is that 
it's a lot of quick, frantic, superficial fun. 
Welcome back to the basics. -Tom Chick 


Mageslayer 

GT Interactive * www.gtinteractive.com ° 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: 2-16 players, Internet, LAN, 
modem, serial 


row, there’s little incentive to stick it 
out until he accidentally stumbles past 
a deadly trap. 

“The coward dies a thousand 
deaths,” wrote Hemingway; so does 
Mendel. Without any visible sign of 
Mendel learning how to negotiate the dan- 
gers he faces, it’s not much fun keeping your 
fingers crossed and hoping he doesn't fall to 
his death for the umpteenth time. —Tom Chick 


Galapagos 

Electronic Arts * www.ea.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB RAM, 2X CD-ROM 
Multiplayer: None 


G.Police 


It’s the return of RoboCop...ter 


veryone at least once in their life feels 

the fleeting impulse to scream “Stop! 

You're under arrest!” at some unsus- 
pecting stranger [Or at least “Stop, or my 
mom will shoot!” —ed]. Granted, chances are 
infinitesimally slim she’d agree to a date 
after such an outburst, but the urge is there, 
isn't it? Enter G.Police, from Psygnosis, the 
best method for displacing (but never cur- 
ing) those devious martial law tendencies. 

While scrounging the nether regions of 

space for precious resources to keep human- 
ity from having to carpool to work, one 
international spat leads to another and 
“Poof!,” no more nations. Control of society 
switches to the world’s mega-corporations, 
who incept the G.Police to establish law and 
order in the scattered colonies. Normally, 
story details matter little, given that they’re 
mere afterthoughts to the otherwise generic 
action in games of this type. Not so with 
G.Police. From the superb training sorties to 
the individual assignments that compose 
the main campaign, every mission furthers 
this engrossing and somber tale. Mission 
objectives vary dramatically enough to offer 


you many different chal- 
lenges beyond eradicating 
everything in range. 

Unfortunately, G.Police 
earns a fair share of demerits, 
foremost being its shaky mon- 
itoring of those objectives. 
Expect to replay missions a 
great deal. The civilian traffic 
remains a mystery in that you 
can fly through the vehicles without collision, 
yet still blast them to smithereens (with no 
discredit or penalty placed on your record for 
doing so). With minimal fear of damage, your 
craft careens off the sides of buildings like a 
magically buoyant pancake griddle. Lastly, 
since the game tosses flight modeling accu- 
racy to the solar winds anyway, an additional 
control option for sliding left and right would 
be helpful. 

Visually, G.Police matches or exceeds its 
peers. The game world thrives with constant 
activity. This extra activity comes at a hefty 
price, as the game brings a system with a 
3Dfx card to its knees. Most of this glitz will 
have to be subconsciously absorbed, since 


In the future, road rage is still the rage. Here, a driving instruc- 
tor trains his student on the art of weapon aiming 


focus immediately turns toward survival at 
the first sighting of enemy units. 

If your penchant for playing “good cop / 
bad cop” exists outside the bedroom doors, 
G Police deserves to be your next purchase. 
Its action-filled missions wrapped inside an 
unfolding story are sure to keep you under 
house arrest for quite some time. —Tim Royal 
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G.Police 

Psygnosis * www.psygnosis.com * 
Requirements: Windows 95, 133MHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM * Multiplayer: None 


Shipwreckers! 


Age of sail fans rejoice — your ship has come in 


here seem to be few games that, dur- 
T ing the course of playing, actually 

make you happy. Most seem to take 
more pleasure out of your suffering - which 
translates into player frustration, or feature 
nihilistic settings and gloomy environments 
that are fun, fun, fun only to those who wor- 
ship at the altar of Reznor. 

Shipwreckers! is the antithesis to games like 
Quake, both in presentation and in gameplay. 
An overhead-view scrolling shooter, it’s bright 
and cheery and unpretentious — words which 
aren't usually associated with the Quake-ster. 
While it’s far from being a great game, the 
graphics, music and sound effects in 
Shipwreckers! keep it from being another 
indistinct shooter in a sea of, er, shooters. 

You captain a cute-as-a-button galleon on 
the nicely transparent-if-you-own-a-3Dfx- 
card seas. Your goal —- eliminate the bad guy, 
the pirate Blowfleet (Blowfly, the X-Rated 
rapper, wasn't available). In the course of 
your journey - that is, as you navigate some 
simple mazes with minor puzzles - you'll 
find treasures, power-ups, ports primed for 
your plundering and bad guys piloting boats 


= 
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The end-level bosses are... unique 


that have a tendency to get stuck behind 
objects. You pretty much shoot everything 
and come out victorious. 

What makes Shipwreckers! more than a 
run-of-the-mill shooter are the little touches; 
the little “yay” sound when you find a secret 
area or pick up a crew member that’s gone 
overboard; fantastic music that makes you 
feel like you're watching Weekend at Bernie’s 
Joins the Navy; and plenty of weird bosses 


— — 


Sailing the seas of cheese-y 3D-graphics 
card effects 


and unusual things to blow up. 

Impossible to hate, Shipwreckers! may 
be the most inessential piece of soft- 
ware you'll own this year; however, 
unlike many bigger and better games, 
it'll put a goofy smile on your face and 
brighten an otherwise dull and depress- 
ing day. -Steve Bauman 
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Shipwreckers! 

Psygnosis * www.psygnosis.com * 
Requirements: Windows 95, 133MHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM, 3D accelerator * Multiplayer: 2-5 play- 
ers, same machine 
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Road to Nowhere 


Don't ask, don’t tell? Being gay in The Realm 


Server lag: 0.65 seconds. 
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rigin’s Ultima Online, 3DO's Meridian 
O 59, Sierra’s The Realm—these are 
just some of the many virtual worlds 


with real-world issues. The question of 
human behavior in a virtual environment 
goes beyond the issue of player-killing. On 
Sierra’s The Realm, we were notified that a 
“gay-bashing” incident had taken place 
online around the same time a “character 
wipe” occurred (all characters reset to 
ground zero). A gentleman referring to him- 
self as Otter alleged, through widespread 
public postings, that Sierra was guilty of dis- 
crimination on one of The Realm’s public 
channels. | was able to speak to Otter, and 
to Mark Zechiel, Project Manager of The 
Realm about the incident, and about the 
challenges of managing behavior in a virtu- 
al gameworld. 


He said 

So what happened on the night in question? 
Otter: Well this is how! remember it. After a 
long time of waiting to log on, | finally got into 
the game and was greeted by a lot of people 
saying, “I’m gay,” or the like. Then | see a mes- 
sage from the GM [Game Moderator] saying, 
“Please stop saying you're gay, everyone. Talk 
about sex is not allowed on gossip channels” | 
immediately piped up with “What does being 
gay have to do with sex?” The GM’s comment 
drew the attention of several cretins and sud- 
denly there were messages like, “If one of my 
friends turned out to be gay, Id break into his 
house and kill him in his sleep.” Or, “Gays are 
disgusting. It’s unnatural and wrong,” etc. 
Anyway, this gay-bashing usually wouldn't be 
allowed on the gossip channel, and shouldn't 
have been. | was shocked to see that [the GM] 
LadyTree wasn't telling the bashers to be quiet, 
but instead had started trying to silence those 


of your online home, anything goes 


who were the victims. 
So then | began talk- 
ing to the two GMs who 
were on at the time. 
Most of my comments 
to LadyTree went unan- 
swered and the channel 
was basically out of con- 
trol for the next several 
minutes. When | tried to 
reason with LadyTree, | 
was told that “Being gay 
is considered offensive 
to many people and 
isn’t allowed on gossip.” 
[Sierra was unable to 
make LadyTree avail- 
able for comment.] 


So you were booted? 
No, more like muted. | 

had my right to chat in the channels revoked 
fora number of hours. | am simply infuriated 
about the way this was handled. 


Otter and another player then went on to 
describe a session with some GMs hours later 
in which he says that remarks were made 
likening gays to the KKK, along with various 
other atrocious and bigoted behavior. 


He said 

With all of the levels of social strata, how 
difficult is it to manage behavior in a virtu- 
al world? 

Mark Zechiel: It’s not an easy task, | don’t 
know that anyone has the right answers. | 
think the biggest challenge that we’re con- 
fronted with is that we have a whole spectrum 
of people out there, and they all have their 
own opinions about how we can best serve 
their needs in that regard. 

People who are offended at any time may 
use a “/complain” feature that logs the last 
100 lines of text at the time it is implemented. 
Then we can review that, and if we believe 
that if anything wrong was going on, take 
appropriate action. [The text from the 
evening in question were not made avail- 
able to us for review.] 


So whose job is it to make the distinction 
that there has been “wrongdoing?” 

Paula Schilling [Sierra's On-line Manager] and 
her staff evaluate the transcript. [Ms. Schilling 
was vacationing at the time of this interview, 
hence unavailable for comment] 


It must be difficult to draw the line 

between what is and isn’t acceptable. In 
the case of Otter, it seems hard to puta 
finger on what was unacceptable about 


his behavior that night. 

Well, it kind of appears that he was trying to 
incite a riot on the channel. | mean, | think that 
this is something that went on for some time. | 
have alittle insight about the personalities 
involved. That particular GM who was 
involved is an outstanding moderator-of 
strong character and an extremely tolerant 
individual. 


So discussion about sexuality in the public 
channels is permitted? 

Well it depends to what degree. Someone 
coming on and talking very generally would 
be allowed to do so, but if the conversation 
persists, they would be asked to move to a pri- 
vate channel. 


So if someone came onto the public 
channel and identified him or herself as 
being gay, that would not cause them to 
be evicted? 

Correct. 


And this person was evicted because you 
feel he was inciting a riot? 

Yes, | think so. Otter has been around for a 
long time, and | really think he knows the 
guidelines pretty well. | believe he was trying to 
do everything he could do to push those limits. 


Or perhaps to test what those limits real- 
ly are? 

This is just a little speculation on my part, but | 
don’t think it’s just coincidence that this hap- 
pened around the same time as the character 
wipe... he had sent several angry letters 
about that. 


This becomes a sensitive issue, especially if 
the same type of remarks referring to het- 
erosexuality are often allowed to continue. 
| think if you had a heterosexual conversation 
about sexuality, they would have asked for it 
to be moved as well. 


Do you view this or any other kinds of 
interactive community issues as unsolv- 
able? 

No. Not really. There’s a strange element 
here... it’s human behavior. But | think we’ve 
learned a lot over the past couple of years, 
and | think we're doing a pretty good job of it 
out there. 


Resentful player vs. corporate rhetoric, or 
underdog vs. online discrimination? It’s hard 
to say, but what remains is the question of 
whether restraints on behavior in a virtual 
world mirror that of the real world—or 
should they? What do you think? E-mail me 
at cyans@cdmag.com. —Cindy Yans 
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We took a perfectly 
good strategy game and 


o ahead and stare. You've never seen 


anything like Guardians: Agents of 


Justice” Never before has a game so 


expertly mixed resource management and 


intense superheroic battle. Never before 


has the army in a strategy game been a 


handful of mutant, superbuff enforcers out to 


save tomorrow's planet from its own scum. And never 
before have there been such shapely superheroes, 
as easy on the eyes as they are rough on the rib cage. 


Guardians: Agents of Justice is the superhero strategy 


game where you Call the shots. You can even 


customize your own mighty saviors, in Case ours 


fail to meet your needs. (Somehow, we doubt It.) 


AGENTS OF JUSTICE’ 
- A SUPERHEROIC STRATEGY GAME - 
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Grue’s Lair 


Something old, something new, something holy, something Grue 


Amber Journeys Again The Sean 
This sleeper adventure game Amber Journeys Young Fan 
Beyond is now being offered by CUC at a Club 
bargain price. It is well worth checking out- —_In Blade Runner, 
here are some tips to help along the way... meeting 

After exploring the grounds around the Rachael and 
house, the first order of business is to get Tyrell is not 
the lights on. Follow the red light upstairs essential to fin- 
and enter the office (the first open door you ishing the 


see). The circuit breaker is on the wall 
beneath the red light. 

If you are having trouble getting into the 
boathouse, be sure to go back and search 
the garage. Hanging on a post near the stairs 
is a crowbar that you can use to remove the 
boards from the boathouse door. 

In Margaret’s sequence (1940's) you will 
need to advance time in the dining room to 
7:00 to hear the radio show. The door to the 
right of the radio moves time forward in fif- 
teen-minute increments and the door to the 


game, but it is 
an added bonus 
for Blade 
Runner fans. To 
arrange a meet- 
ing, the player 
must find and 
speak to Guzza 
during act 2 or 
3. His office is 
the best place 
to look for him, 


left of the radio moves time forward in 30- though he is 
minute increments. occasionally 
To rescue Teddy in Edwin's sequence (the out. While the 


lake in winter), you to lower and raise the 
boat's anchor through the hole in the ice. The 


meeting is not 
essential, the 


weather vane on top of the boathouse (there — player may 

is a ladder to the roof on the rear of the manage to snag 
boathouse) controls the wind direction. Turn some DNA 

it to point west, then return to the boat and information 


pull the rope to move the boat over the hole. —_ from the table 
Reverse the weathervane to point east, then 
return to the boat and pull the rope again. 

Brice is not a very nice guy, but you will 
have to put up with him and his irritating 
ranting to make it past this sequence (the 
garden and gazebo). In the area near the 
stage, you will have to position the flower- 
pots so that the mirrors allow you to see 
Mandy’s window from the holes in the shed 
(this takes a bit of trial and error). Be sure to 
remember the pattern the signs appear in 
when you finally see the window—that pat- 
tern is the combination to the door in the 
room beneath the tree-house gazebo. 

Also, watch out for the bees. They lie. 


in Tyrell’s conference room which will 

come in useful later on (the DNA infor- 
mation can be acquired after meeting 

Luther and Lance in act 4 as well). 


The other Zork 
Zork: The Undiscovered Underground is a 
nifty little blast from the past shipped 
on the Zork Grand Inquisitor CD, and 
can also be downloaded from 
Activision’s web site. It’s a text adven- 
ture, it’s free, and it features Grues... 
what more could you want? 

It will not be long before your trusty 
lantern starts giving you problems. Not 
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This weathered map was found on the corpse of Fretsham the Fortunate... 
perhaps it will bring you more luck than it did him... (Zork: The 
Undiscovered Underground) 


° 6 it to get it going again. The oracle in the 
Hellfire Shrines Museum of Illusion doesn’t provide much 
Shrine Name Shrine Effect bang for the buck - at least the first time 


Glowing Shrine 
Mendicant’s Shrine 


Gain 5 Magic, lose 5% total experience 


points 
Murphy’s Shrine Causes one item to lose half its durability 
Oily Shrine 
mary stat or stats 
Replenishes player's mana 


Adds +2 to one stat 


Shimmering Shrine 

Solar Shrine 

Sparkling Shrine 
1000 x current dungeon level 


Town Shrine Opens Town Portal 
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Lose half current gold and gain an equal number of experience 


Player is immolated in minor Fire Wall and gains a total of +2 to pri- 


Player is zapped for minor damage and gains experience equal to 


around. Tie the tinsel you found in the Mud 


Forum to the coin and you can yank it back 
and use it again (it helps if you do this 
before dropping the coin in the slot). The 


will give you a handy hint - go to the 


Museum of Adventure and pry loose the rib 


in question with your sword. 
Keep that bug repellent (from the 


Janitor’s Closet) close by, as well. You would- 
n't want to end up totemized, would you?... 


—Benjamin E. Sones 


6, 5, and 8 are the magic numbers as far as the BAR 
is concerned (Amber: Journeys Beyond) 


to worry — just bash, kick, or otherwise abuse 


second time you deposit the coin, the oracle 


Hellfire 


The conflagration that might have been 


our family retired your copy of Diablo 

a mere eight to ten months after you 

began playing it on a daily basis. You 
propelled a character in each of the Warrior, 
Rogue and Sorcerer classes all the way 
through single player mode. Twice. You 
have an over-35 level multiplayer 
character saved in each class. You 
know who Kevin Lambert is. You 
have signed a petition to dedi- 
cate a monument in his honor. 
You hear the word “Creepy” and 
reply “Strength is bolstered by 
heavenly faith.” You promised 
your family, “Never again.” Just 
the mention of Diablo Ii makes 
your hands begin to tremble. 
These are only a few of the symp- 
toms of the Diabloholic. 

If you recognize yourself here 
(and you know who you are), 
then Sierra’s Hellfire (the autho- 
rized Diablo expansion pack) was 
made for you. It plays exactly like 
Diablo, with some enhancements, 
the most significant being two 
more four-level areas filled with 
all sorts of new exploding treats. 
Treats may take the form of mon- 
Sster-flesh, or of barrel substitutes, and each 
area is ruled by a creature of consummate 
evil. First there is The Festering Nest (called 
“The Hive” by many), under the domain of 
The Defiler. Instead of barrels there are 
exploding sacs of fluid (ewww), little bounc- 
ing hairy Hork Spawn, Lashworms and any 
number of insect-like creatures. The other 
area is The Demon Crypt, ruled by Na-Krul. 
Almost as hardy as Diablo, Na-Krul is one 
tough nut to crack, and makes one heck of a 
DJ as well. 

Almost as significant is the addition of 
the Monk character class. This stocky bare- 
chested Ninja-looking guy has top abilities 
in the areas of strength and dexterity, is a 
hand-to-hand combat master and a whiz 
with a staff, but put plate armor on him and 
he falls to pieces. 

Additionally, there are new weapon class- 
es, new items, new spells, new shrines, six 
new quests, and the ability to run around 
the above-ground area with almost alarming 
alacrity. The problem with this expansion 
pack, though, is that there is not enough 
new in the way of gameplay. A truly excel- 
lent add-on should take an existing game- 
world and offer the player an entirely new 
set of experiences, or at the very least, signif- 
icantly alter the existing ones. Here we have 
the exact same world with two additional 
areas (with their own sound tracks), the 


exact same NPCs (with one addi- 
tion) who say exactly the same 
things ad nauseum). Before explor- 
ing the new areas, you must com- 
plete the first eight levels, which are 
the same as in Diablo. You'd be hard 


pressed to know that it isn’t Diablo 
most of the time, especially since you 
need to play all 16 Diablo levels in 
order to win the game. 

None of the Diablo quests should 
repeat... you've played them all 
before, probably more than once. 
There should be more than one new 
character class. (A bard class was 
planned but not implemented.) There 
should be a comfort level with the 
gameworld, certainly, but not the 
downright sameness that exists here. 
There is a lot of add-on potential for 
such an addictive, entertaining game; 
So much of it was lost in the ashes. 
However, especially for the Diabloholic 
who's been away from the game for a 
while, everything that made Diablo a great 
game has the potential to rekindle interest. 

The new graphics are as wonderful as the 
old; the new animations are superb. Your 
wish for a Book of Apocalypse has come 
true. The new boss demons are very tough 
and have interesting voices and stories. And 
the gameplay that used to be such fun (as 
identical as it may be) still is. 


Warning: If you didn’t spend much time in 
single player Diablo, and most of your enjoy- 


ment came from multiplayer games, steer 
clear of this product. No multiplayer is 
implemented. Oh sure, they planned it. The 
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code is in there. You can patch it to make it 
work... but the new levels are not available, 
and it is quite unstable. But single player 
Diabloholics may rejoice at the chance to 
indulge in the hack-and-slash once again. If 
they hid your copy of Diablo, you will need 
to recover the disc in order to play Hellfire. 
It's time for a search and rescue mission. Na- 
Krul is waiting. —Cindy Yans 


Hellfire 

Sierra On-line * www.sierra.com * 
Requirements: Windows 95, NT 4.0, 60MHz 
Pentium or better, 16MB RAM, 2X CD-ROM = 
Multiplayer: You wish 
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Men In Black 


Don your shades and lower your expectations: MIB makes the jump to PC 


liens do exist! In fact, according to 
A the central conceit of Men In Black, 

they've been living among us since at 
least 1961. They come in all varieties, from 
law-abiding tourists to honest-to-God bug- 
eyed monsters. A cadre of highly-trained, 
super-secret agents (the aforementioned 
MiB) exists to keep the aliens in check and 
under wraps. Where does such a phenome- 
nally clandestine organization get its fund- 
ing? From alien devices they've patented on 
the sly, including Velcro and Rubik's Cube. 
Their most trustworthy source of informa- 
tion on alien activities? The supermarket 
tabloids, of course. Their outfits? Regulation 
shades and trademark black suits — as any- 
body who was conscious last summer 
already knows. 

The genius of Men /n Black, in its previous 
incarnations as a comic book and a 
Hollywood mega-blockbuster, lay in its skill- 
ful combination of exotic subject matter and 
banal detail. Every far-out science fiction 
scenario was balanced by the reality of a 
daily grind. The Men in Black may have 
spent their nights tracking down renegade 
aliens, but they spent their days filing paper- 
work, just like any other border patrol. They 
may have possessed all sorts of wacky alien 
technology, but when Tommy Lee Jones 
wanted to interrogate an alien pug, he did it 
the old-fashioned way: by picking the dog 
up and shaking it silly. 

Men in Black: The Game does its best to 
translate this off-kilter, tongue-in-cheek 
sense of humor to the PC, but it is only suc- 
cessful in fits and starts. Whenever on- 
screen characters make a snide aside, the 
game is clever and funny. The majority of 
gametime, however, is spent blowing away 
bad guys without a hint of irony. As the 
body count mounts, it’s easy to forget that 
the Men in Black were ever conceived as 


Is that Steve Jobs inside the armor? 
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anything besides a butt- 
kicking army of super sol- 
diers. As an action/adven- 
ture game, MiB is a qualified 
success — fairly entertaining 
but thoroughly unoriginal. 
As the latest product from 
the Men In Black franchise, 
the game is a disappoint- 
ment; the original spirit has 
been lost, replaced by occa- 
sional wit and generous 
doses of carnage. 

Players can choose from 
three characters, Agent J 
(Will Smith), Agent K 
(Tommy Lee Jones), or 
Agent L (Linda Fiorentino), 
for each of three missions 
(there’s also an introductory 
scenario, in which Agent J is recruited into 
MiB). All three missions require both prob- 
lem-solving and combat skills, and all use 
the same method of fixed camera angles, 
static backgrounds and polygonal charac- 
ters (a la Ecstatica and Blade Runner) to cre- 
ate an atmospheric world full of shady 
nooks and crannies. Explore a deserted 
Arctic outpost, seeking to contain the alien 
presence and halt a mysterious disease in 
its tracks. Investigate the truth-based leg- 
end of a monster called Chupacabra in an 
Amazonian mine. The in-jokey climax chal- 
lenges players to expose and defeat tech- 
nology baron Skip Frales, a computer whiz 
who went from designing PCs in his base- 
ment to leading a multinational company 
(thanks to some questionable friends in 
high places, wink-wink). 

The mystery elements have been well- 
integrated into the main storyline; there are 
no examples of blatantly inappropriate 
stand-alone puzzles (in other words, you'll 
never have to solve a word puzzle 
or a math problem to unlock a 
door). Before you can follow the 
aliens into the underground 
fortress beneath the Arctic out- 
post, you'll need to figure out 
where they went and how to fol- 
low. Before you're allowed access 
to the Amazonian mine, you'll 
need to find a bus ticket for a 
helpful prison inmate. A bit too 
much reliance has been placed on 
transparent devices like ticking 
bombs and progressive diseases 
to keep the narrative exciting; the 
early levels of the game all feature 
some sort of time limit, which 
keeps the action rolling but also 
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An equal-opportunity clandestine agency 


tends to feel somewhat cheap. 

Combat can be tricky, which is why MiB 
includes a firing range and a veritable smor- 
gasbord of different weapons. Practice 
makes perfect with the standard MiB 
sidearm, the Series 4 De-Atomizer, the Pulsar 
Blaster, the Reverberating Carbonizer, and 
the Noisy Cricket. The game tends to be a bit 
chintzy with regards to ammo, so a lot of 
firefights end up as fistfights (also, aliens 
have a tendency to rush in and melee at 
close quarters if at all possible). This con- 
stant reversion to no-tech combat can be 
irritating, but there is a certain undeniable 
pleasure in settling things mano a mano. 

Although Men In Black: The Game fails to 
fully capture the odd brand of humor 
evinced by the movie and comic book, there 
are plenty of funny lines floating around. Will 
Smith's character gets the lion’s share, with 
quips like “money can’t buy taste” (upon 
entering the ultimate place of evil on Frales 
Island) and “oh man, | just got this suit” 
(upon dispatching the game’s penultimate 
boss in a shower of gore and viscera). 
Hardcore fans of MiB will be disappointed to 
discover that the game is fairly pedestrian 
and generic, but gamers know that few 
things in life go together as well as killing 
aliens and making droll remarks. There’s fun 
to be found here; it’s just a matter of keeping 
your expectations reasonable. John Altman 
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Men In Black: The Game 

SouthPeak Interactive + 
www.southpeak.com * 

Requirements: Windows 95, 1OOMHz 
Pentium or higher, 16MB RAM, 4X CD-ROM » 
Multiplayer: None 


“USCF Chess is easy to use 
amazingly strong opponent. Mv 
you would do in actual U; 
Mike Cavallo, Exeew 
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Sims of Christmas future 


was a year during which 
J ag 7 sim gamers got to hold 
their collective breath, 


only to let it gush out right around 
Christmas time. Sims were delayed, 
delayed, and delayed again; it seems like 
tank sims were more numerous than flight 
sims early on (and there were only two of 
those). Then came the “sims of Christmas 
present:” Longbow 2, Sabre Ace, Pro Pilot, 
Red Baron II, F-22 Air Dominance Fighter (at 
least for Europeans — see the sidebar), Joint 
Strike Fighter, F/A-18 Korea, F-22 Raptor, 
Flying Corps Gold, Flight Unlimited II, even 
the little game Search and Rescue... and sim 
fans went from famine to feast (although 
some dishes are definitely more delectable 
than others). 

What, then, do we face in ’98? What are 
the “sims of Christmas future”? Well, for one 
thing, it’s looking like we won't have to wait 
all year for sims; unless projects slip massive- 
ly (aww, that’d never happen... would it?), 
we should see a steady diet of games all 
year long. Many of the ones due out earlier 
in the year are ones we've already been 
waiting for a while. Jetfighter: Full Burn 
should be out soon (perhaps right after we 
go to press), Jane’s F-15 is supposed to be 
out in February (we'll see), MicroProse seems 
determined to make a March/April release 
for Falcon 4.0 (no solid word, however, on 
European Air War, a project that’s been 
plagued with problems), and Activision's 
Fighter Squadron will take wing about then 
as well. Eidos should finally ship Flying 
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Nightmares 2 
and Confirmed 
Kill (one 
would hope 
before 
midyear), with 
Team Apache 
following 
sometime 
thereafter. The 
first half of the 
year should 
see a Clatter of 
tank sims: |- 
Magic's 
iPanzer ‘44 and 
MicroProse’s M1 Tank Platoon II should both 
ship by Spring, with SSI’s Panzer Commander 
following by early summer, and perhaps 
Zombie's Spearhead as well (if they can get a 
U.S. publisher); DID’s “Tank” isn't due until 
later in ‘98. Games we've already heard 
about that are now due for the latter half of 
‘98 include I-Magic’s F-18 game, Virgin's 
Phantom Ace and an F-16 game, Empire’s 
MiG Alley and Apache ~ Havoc, and SSl’s Su- 
27 2.0; other titles due out in 98 or ‘99 
include Psygnosis’ Wings of Destiny, Fighter 
Duel 2 (to be published by Ocean America), 
and |-Magic’s iA-10 Warthog.. 

And those are only the games that saw 
some mention here in the pages of CGS+ 
during '97. There are, of course, others 
under way. Jane’s has reluctantly admitted 
that they're working on a World War II flight 
sim, and there have been reports of a fol- 
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Analyze a fight with F-22’s impressive ACMI module 


low-on to 688(/) that will model Aegis- 
equipped ships and will link with 688. 
Microsoft made some to-do about hiring 
some of SSI’s Su-27 team from Russia, but 
hasn't said what they are working on. 
Rumors say it’s a MiG-29 sim, but the 
Microsoft rep | spoke with was into a nei- 
ther-confirm-nor-deny mode... pretty much 
the same thing he had to say about a WW II 
flight sim they are said to be working on. 
Even further out in the future (into ‘99 even) 
are two projects from DID: their as-yet unti- 
tled take on the Joint Strike Fighter aircraft 
(whatever it ends up being) and a look at 
experimental aircraft in X-Plane. With major 
titles finally out the door from several pub- 
lishers, you can bet design and develop- 
ment efforts will be swinging onto other 
new projects; expect to hear about some of 
these as the year goes on. —Scott Udell 


DID’s F-22 Makes 
An Early US Landing 


hile it won't be getting general release in North 

America until late February ‘98, DID’s much antic- 
ipated F-22 Air Dominance Fighter is out in Europe and 
may see some minor distribution here in the U.S. in 
December. While our copy of the European version 
(which distributor Ocean of America tells us differs from 
the U.S. version in its box only) arrived too late for a full 
review in this issue (that'll have to wait until next 
month), we thought we'd bring you this early look at 
the game. 

It has arguably the most complete representation 
of the F-22 to date. Unlike EF 2000 2.0, there is no 
dynamic campaign; that will have to wait until the 
Tactical Air War add-on ships in February (March/April 
in the U.S.). The graphics have advanced beyond EF 
2000, but the game requires some hefty hardware to 
get the very best visuals. Modules of particular interest 
are the Air Combat Maneuvering Instrumentation 
(ACMI) and the AWACS mode; the former is light years 
beyond that offered in Falcon 3.0, and the latter is 
enough to tempt wargamers. 
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Analyze a fight with F-22’s impressive ACMI module 
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Red Baron II 


Curse you, Red Baron II! 


rghh! Sierra has come so maddening- 
ly, frustratingly, agonizingly close to 
putting out a worthy successor to 
what may very well have been the best 
flight simulation ever: the venerable Red 
Baron, a masterpiece of atmosphere, realism, 
and detail from a time when serious sims 
were few and far between. But for every- 
thing done right in this aggravating sequel, 
there’s something inexcusably wrong. Red 
Baron II is thoroughly amazing -— at times for 
its variety, immer- 
sive quality, and 
attention to detail; 
but at other times 
for its shoddiness, 
oversight, and 
lack of regard for 
its players. A con- 
sistently lousy 
game is preferable 
to one with such 
fits of brilliance so 
ruthlessly marred. 

The first sign of 
something deli- 
ciously right and 
horribly wrong is 
the graphics. Red 
Baron II's engine 
supposedly pre-dates 3D acceleration. Sierra 
has alternately claimed it is and is not possi- 
ble to adapt the graphics to accelerator 
cards (their current story is that a 3D patch 
will be available sometime in mid-1998). But 
the good news is that the graphics are 
entirely adequate most of the time. The 
rolling hills, cultivated fields, texture- 
mapped sky, and pastoral villages are actual- 
ly quite attractive for so rudimentary an 
engine. Sure, it’s a tad coarse, but it looks 
good and feels smooth on the required 
hardware. Machine gun fire and wonderfully 
realistic anti-aircraft artillery arc across the 
sky. Low level flights and landings are easy 
to gauge; the fat texture pixels show altitude 
quite nicely when you're down in the weeds. 

But it’s a whole other story from a distance. 
At altitudes over a couple thousand feet, 
something awful and ugly kicks in. The dis- 
tance shows a collection of foggy, sharp- 
edged polygons, as if the developers couldn't 
decided whether to apply a haze effect or 
not. Textures pop in, patch by square patch, 
as if you were laying tile in the bathroom. 
Distant features emerge with a disconcerting 
“pixel mitosis” effect: one pixel becomes four, 
which become sixteen, which suddenly flicker 
into a building or some such feature. The 
constant procession of multiplying pixels 
looks like a drunk fairy sprayed gray glitter on 
the terrain. 
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The planes 
themselves are 
lovingly 
detailed from 
the outside and 
inside. Color 
schemes and 
squadron mark- 
ings are faith- 
fully presented, 
along with 


struts, mounted 
guns, and mov- 
ing control sur- 
faces. 
Camouflage is 
actually effec- 
tive against the 
terrain, whereas 
Richthofen’s 
bright red air- 
plane would be 
an easy target 
against the green fields and brown trenches. 
The view from inside each plane is distinct 
and realistic. The nimble Fokker Dr. | is a real 
pain in the ass when you realize how much 
of your viewing area is obscured by it’s triple 
wings, but the D.H. 2’s wide open viewing 
area is a breath of fresh air. The cockpits 
themselves are just this side of acceptable: 
the numbers on the gauges are readable 
enough, but the directions on the compass 
are especially garbled. A targeting reticule 
would have been a welcome option, particu- 
larly since the bullets are nearly invisible 
against the terrain. 

But once you toggle the game’s virtual 
cockpit, you're in for a rude surprise. Any 
post-VGA era gamer will immediately scurry 
for the preferences screen: “Surely | failed to 
check the option for the hi-resolution virtual 
cockpit,” you'll mutter. No such luck. The 


[top to bottom] 
The game shell is attractive and atmospheric 
A pilot wishing they’d hurry up and invent parachutes 


A friendly game of chicken with machine guns 


cockpit artwork from this view is laughable. 
Previously accurate views are suddenly 
shoddy, featuring missing struts, completely 
unreadable controls, and newly gaudy col- 
ors. Furthermore, the padlock system is 
underdeveloped. It serves as an instant IFF 
system that distinguishes friendly planes 
from enemy planes at ridiculous distances, 
with no options to cycle through ranges or 
single out wingmen: the padlock treats a 
nearby enemy fighter and a scout hundreds 
of yards out with equal regard. Also, there’s 
no way to keep track of where you're look- 
ing without stealing occasional glances for- 
ward. The fixed views have huge gaps 
between them, leaving enormous blind 
spots unless you resort to the chunky virtual 
cockpit’s slow panning. To its credit, the 
padlock only traces the actual movement of 
a human head: no Linda Blair 360-degree 


swiveling perspectives. 

Nowhere is the juxtaposition of program- 
ming genius and slipshod work more 
painfully evident than in Red Baron II's flight 
model. It seems as if no attempt whatsoever 
was made to recreate the distinctive aspects 
of airplane flight during World War |. The 
planes are grossly overpowered, far too sta- 
ble, and display an almost magical ability to 
retain speed no matter how sharply you 
maneuver. These planes are practically 
impervious to the spins that killed so many 
pilots. Roll rates are ridiculously fast, so it’s no 
great loss that you can’t use the rudder to 
snap roll, an important turning maneuver in 
any WW | sim. There’s almost nothing in the 
way these planes handle that suggests the 
delicate, quirky, temperamental box kites 
with lawn-mower motors that were used as 
aircraft back then. If Sierra was chomping at 
the bit to model World War II fighters, they 
should have just gone ahead and done it in 
a World War II sim; this sort of tomfoolery 
has no place in a sim like Red Baron Il. 

There are, however, hints of a serious 
flight model here. There’s a realistic lag 
between throttle settings and engine per- 
formance, and a token torque effect pulls 
the planes to the right. Rudder responses 
are accurate, unlike the absolute steering 
effect that most arcade flight models use. 
Excessive strain on an aircraft will snap off a 
wing, but since these planes are so over- 
powered, the limit for this sort of damage is 
way too generous. But the strongest hint of 
some seriously missed potential is the 
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game’s superb damage model, both in 
terms of realism and the “gee whiz” factor. 


you'll be treated to the frantic ride down as 
you fight to control your wounded bird. 
What's truly admirable is that Sierra has 
completely modeled the performance of 
damaged planes, right down to specific con- 


trol surfaces. After a fierce bout in a Nieuport 


11, | struggled to bring the damaged plane 
home. | found that pushing the joystick to 
either side had absolutely no effect, but | 
could pitch up and down and yaw to either 
side with the rudder. Going to an external 
view, | was delighted to find that the outer 
tips of the Nieuport’s top wing had been 
shot off: since the ailerons were now miss- 
ing, of course the plane wouldn't roll. This is 
the sort of attention to detail that gets us 
flight sims geeks whipped into a frenzy, but 
it’s all but wasted on a game with Red Baron 
II's flight model. 

The campaign environment in Red 
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Baron II is very 
well done, 
from the 
sepia-toned 
game shell to 
the dynami- 
cally generat- 
ed missions to 
the detailed 
(if somewhat 
circuitous) 
briefings. 
Squadrons are carefully tracked according to 
their historical placement, assigned aircraft, 


A fixed view cockpit... 


..and a virtual cockpit. Note the colors 
and the cockpit gauges 


panies wanting to retain control over multi- 
player connections. Unfortunately, the mul- 
tiplayer aspects of Red Baron /I are unstable, 
unimaginative, and dull. If you want to play 
a deathmatch, boot up Quake /I; there’s no 
reason to do it in super-powerful Fokker Dr. 
I's spiraling in tighter and tighter circles until 
someone crashes to their desktop. 

The game shows further potential in the 
excellent sound effects, from ripping cloth to 
snapping wood to distant church bells and air 
raid sirens. Different guns and engines have 
distinctive sounds. The engine allows for mul- 
tiple planes in the air at once; you'll common- 
ly find over a dozen planes tumbling around 
each other with ease (too bad you won't be 
able to sort them out with the padlock views). 
But further spoiling the game’s potential are a 
squirrelly autopilot that doesn’t work as 
advertised; a lack of clouds, which were a tac- 
tically significant ele- 
ment; limited wingman 
commands with no 
feedback regarding 
what the other mem- 
bers of your flight are 
doing; a lack of the 
replay feature that 
immortalized your 
most heroic missions in 
the first Red Baron; use- 
less printed maps in 
the manual that don’t 
show landmarks; docu- 
mentation that is short 
on the practical, but 
heavy on the historical 
and theoretical (which 
describes a flight 
model at odds with 
what the game por- 
trays); a typically clunky 
Sierra install that drops 
a CUC “buy stuff now” 
web link on your desk- 
top and shoehorns the 
game into a SIERRA directory; and all-too-fre- 
quent crashes. 

Imagine if da Vinci had gotten bored 
while he was painting the Mona Lisa. 
“Ah...screw it!” he might have cried, taking 
up a box of crayons to finish it up one night. 
The result would be the art world’s equiva- 
lent of Red Baron II. A masterpiece takes 
patience, devotion, talent, careful considera- 
tion, and time; apparently, Sierra has some, 
but not all of these qualities. In the case of 
Red Baron Il, their shortcomings are tanta- 
mount to vandalism. —Tom Chick 


From an aesthetic standpoint, the visual rep- 
resentation of damaged and destroyed air- 
craft is spectacular. Wings snap off, planes 
cartwheel across the ground, and engines 
catch fire, sending panicked pilots leaping to 
their deaths. When your planes gets torn up, 
you won't simply blow up in mid-air, but 


and aces present (who never seem to die : 


when you shoot them down). But forallthe = * KKKYK 


wonders of the single-player experience, ; Red Baron Il 

Sierra’s multiplayer support is atrocious. Sierra * www.sierra.com * Requirements: 
With no way to connect over the Internet Windows 95, 133MHz Pentium, 16MB of 
other than through their WON.NET server, RAM, 4X CD-ROM * Multiplayer: 2-8 players, 
Red Baron Il is representative of game com- Internet (via WON.NET), LAN, modem, serial 
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Pro Pilot 


Fly the friendly civilian skies 


ierra enters the world of commercial 
flight sims with Pro Pilot, an ambitious 
project that adds copious amounts of 
detail to the simulation of flying a small 
plane. Sub-titled “The Complete Flight 
Simulator,” it almost has enough bells and 
whistles to live up to this moniker. With 
plenty of interesting features like a Global 
Positioning Satellite (GPS) map, active Air 
Traffic Control (ATC) and full use of Visual 
and Instrument Flight Rules (VFR/IFR), even 
veteran pilots will find details presented 
here that are missing in other simulations. 
Unfortunately, a handful of bugs and lack of 
consideration for the casual user diminish 
what could be an outstanding product. 

Two single engine props (Cessna Skyhawk 
and Beechcraft Bonanza), two twin-engine 
props (Beechcraft Baron and Beechcraft King 
Air) and one twin-engine jet (Cessna 
CitationJet) make up the hangar of aircraft 
that can be piloted over the entire continen- 
tal United States and parts of Canada. With 
29 geographically correct metropolitan 
areas and over 3000 accurately modeled air- 
ports, there is a staggering amount of space 
in which to fly. Nicely rendered cockpit pan- 
els make the interior views the next best 
thing to being in a real airplane, complete 
with fully detailed instrumentation and con- 
trols accessible with a mouse click. 
Prominent features, such as city skylines and 
even the Statue of Liberty, dot the land- 
scape. The terrain graphics are in the so-so 
range, with details looking much better at 
higher altitudes. 

As a simulator pilot, you are given control 
of almost every instrument and tool in avia- 
tion. A GPS map may be called up for instant 
locations. ATC will give help with patterns 
and traffic with uncanny accuracy, while a 
mission planner lets you plot your entire 
flight before taking off. 
Flight characteristics 
are reasonably well- 
done, with a few minor 
inconsistencies such as 
the ease of maneuver- 
ing with one engine off 
in the Beechcraft Baron 
or very little change in 
perceived speed when 
taking off. The variety 
of planes allows you to 
progress in stages from 
single-engine to twin- 
engine or jet flight. 
Normal flight plans may gg 
be created for extend- Mt 
ed flights or you may : 
simply take off from 
any of the included air- 
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Beachcraft Baron B58 heading for the World Trade Center 


ports. Options to start in flight are 
also available. 

For the real pilot, or someone 
who wishes to take pilot lessons, 
there is an invaluable collection of 
information in this program. A co- 
pilot may be included on the 
flight, and a very detailed set of 
narrated “ground” lessons can real- 
ly help in teaching aspects of small 
plane flying. For 
students there 
are many great 
features such as 
panel instruments 
which may be 
blacked out to 
help in the learn- 
ing of the instru- 
mentation. 

The documen- 
tation includes a 
nearly 300 page 
manual and plen- 
ty of on-line help, 
including quick 
help access to 
gauges and con- 
trols by simply 
right-clicking on 
the appropriate 
instrument. 
Though well- 
detailed on flight instruction, the manual 
pays very little attention to the actual con- 
trols and how they work. Any newcomer will 
have a difficult time trying to figure out the 
“when” and “why” of various instruments and 
controls. Just to start the engines on the 
Bonanza requires 10 “switches” to be clicked 
in proper sequence, with the only mention 


coming on the Controls Quick Reference card. 
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Flying over the New York skyline in a Beachcraft Baron B58 


Taxing up the runway in a Cessna Skyhawk 172 


Behind all the detail, however, there are a 
surprisingly large number of inexcusable 
bugs, ranging from brakes not performing 
properly to mission problems at high eleva- 
tions. Frame rates, even on a high-end 
Pentium, are extremely poor, making it diffi- 
cult to fly the planes and really enjoy the 
sim. Sierra is finishing up the first patch for 
this game [which was released right as we 
went to press] which will hopefully address 
some of the problems in the initial release. 

Pro Pilot is a decent first effort in civilian 
flight simulations for Sierra; unfortunately, 
the designers of the game, SubLogic, have 
been involved in the field for years, so it 
should be better. Though too daunting for a 
casual user who wishes to jump right in, avid 
flight enthusiasts will probably be pleasantly 
surprised with all the attention to detail, 
assuming they can get past the slow frame 
rate and the inexcusable bugs. —Jim Pedicord 
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Pro Pilot 

Sierra * www.sierra.com * 

Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM = 
Multiplayer: None 


WHAT DOES “MERCY” 
SOUND LIKE IN RUSSIAN? 


Introducing EF2000 V2.0. 
The world’s best flight sim just got a whole lot better. 


PC Gamer says that EF2000 has “everything you could hope for in a high-tech flight = 
sim: realism, playability and stellar graphics.” That’s why they named it Editor’s Choice. oe ee 
It’s also why it was named 1996 Sim of the Year by Computer Gaming World. But we | 
knew you wanted more. And EF2000 V2.0 delivers. 


Russia has invaded Norway, and it’s up to you and NATO's next-generation EF2000 


s fighter to stop them. Fully compatible with Windows 95 and 3Dfx and 
SZ Rendition accelerators, V2.0’s incredible detail brings combat to life, 
and death. Follow the tactical mission planner and dive into one of 


= V2) -::~- (| 16 different combat scenarios. Or go up against true flesh and blood 
“ __ via multi-player or head-to-head network play. And if that’s not 
CO | enough, construct your own air-to-air combat against 32 different 
‘Z, Jf aircraft so you can prove once and for all who’s the best. 
Dia , 


Sts EF2000 V2.0. It’s not a sequel, it’s reality. 
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F-22 Raptor 


More F-22 realism and fun 


ovaLogic’s F-22 Lightning II was often 
N criticized for being too simple. After 
listening to those criticisms, 
NovaLogic went back to the drawing board 
and the result is F-22 Raptor, a much more 
realistic simulation of the newest stealth 
plane. With a more detailed representation of 
the F-22, dynamic campaigns, a free Internet 
battle area (NovaWorld), and even stronger 
graphics, this product takes a big step 
towards the heavyweights in flight-simula- 
tions. An absence of some key features keeps 
it from contending, but for the occasional 
flyer or beginner this an entertaining sim. 

Using its first native Windows 95 engine, 
NovaLogic still gives some of the best non- 
accelerated graphics on the market, rivaling 
some of products that rely on 3D accelera- 
tors. The frame rates are smooth and all the 
expected views are available, including a vir- 
tual cockpit and a padlock view. The terrain 
and skies look fantastic, and planes and 
ground objects are well-detailed and mod- 
eled. The controls are easy to learn, with 
simple training missions to help you learn 
the basics and a group of quick missions to 
hone your skills. 

Though the overall design is similar to the 
original Lightning II, many new features have 
been included to make this a more realistic 
sim. Damage is portrayed on a System Status 
screen and can affect instrumentation and 
flight operations. Defense, Navigation and 
Attack MFDs are also included and can be 
used to help plan attack and defense strate- 
gies. Blackouts, redouts and stalls now affect 
the performance of the pilot and the plane. 

The campaigns have undergone a major 
change, with five dynamic campaigns 
replacing the old canned missions. Mission 
outcomes affect the future and improve the 
campaigns’ continuity - a careless mission 
can lead to shortages of weapons, while a 
successful one can knock out defenses, mak- 
ing it easier to attack nearby targets later on. 
Although this game is not as complex as 
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some of the more “realistic” 
sims, its missions may also be 
customized with movable 
waypoints and adjustable pay- 
loads. Most individual mis- 
sions are moderately difficult 
and the enemy pilots can be a 
little stupid at times, often not 
firing missiles when opportu- 
nities are available. 
Interspersed throughout cam- 
paigns are cut-scenes that add 
greatly to the overall “you are 
there” effect. 

While the added realism is a 
boost, it doesn’t go far 
enough. Weapon loadouts are 
vastly oversimplified, with 
only three weapons besides 
the cannon available. There's 
little variety in the missions, 
though the lack of weapons 
probably influences this as 
well. Wingmen are available 
but are generally limited in 
their capabilities. 

NovaWorld is an Internet 
meeting area for Raptor and is 
easily installed from the 
game’s CD. Here players from 
all over the world may engage 
in deathmatch duels or Raptor 
Air Wars (RAW). Access to 
either of these multiplayer are- 
nas is extremely simple, with 
just a few simple clicks of a 
mouse button putting you in 
the middle of all-out action. 

RAW is a squadron-versus- 
squadron affair with the “sim- 
ple” mission of destroying the 
enemy's base with your 
Raptors. Each pilot may 
choose between an aircraft 
armed with air-to-ground or 
air-to-air missiles (and a wise 

squadron has a good mix); 

the squadron also has the aid of an 

AWACS. Destruction of the AWACS leaves 

you or your enemies with only the F-22s’ 

radar systems for finding your enemy so 
keep it well defended. Chat features may 
be used with other members of your 
squadron for initiating offensive or defen- 
sive maneuvers. 

Deathmatch arenas are simply large 
areas where everyone encountered is an 
enemy. Kills are recorded on screen and, 
with the great terrain features of this simu- 
lation, sliding through canyons looking for 
another Raptor is very addicting. 

Overall, NovaLogic has done a good 
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Missile away over a mountainous area of Jordan 


job with this product, and it is heartily rec- 
ommended to anyone from beginners to 
multiplayer air combat fans. For the more 
advanced player, however, a little bit more 
realism could have taken this game to the 
next level.—Jim Pedicord 
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F22 Raptor 

NovaLogic * www.novalogic.com * 
Requirements: Windows 95, 120 MHz 
Pentium, 16MB RAM, 4X CD-ROM = 
Multiplayer: 2-100 players, Internet, LAN, 
modem, serial 
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Flight Unlimited II 


Buzzing the Bay Area—alone, unarmed and unafraid 


focuses on the detail and realism that 

Looking Glass Studios has packed into 
this simulation. Their comments stress accu- 
rate terrain, a new flight model and a real- 
time Air Traffic Control environment that 
combine to provide the feeling of “being 
there.” In short, they claim it's “the most 
realistic simulation ever created for the PC.” 
You have to love that kind of rhetorical over- 
statement. It certainly can’t be confirmed 
nor easily denied; too much depends on the 
individual judge. The game is interesting 
and entertaining, but let's not award it the 
World Championship and retire the trophy 
just yet. 

Visually, the game’s graphics are definite- 
ly well above standard. The game’s resolu- 
tion is adjustable in five increments; it’s very 
good at 640x480, excellent at 800x600 and 
superb at 1024x768. A 166MHz Pentium 
with a fast 2D card 
handles all but the 
maximum resolu- 
tion without pauses. 
The 11,000 square 
miles of San 
Francisco Bay area 
terrain has been 
beautifully and 
faithfully rendered 
using one pixel to 
define four square 
meters. The airport 
layouts are general- 
ly correct, with only 
minor deviations, 
and the terrain ele- 
vation seems fairly 
accurate as well. 
The Half Moon Bay 
area is of particular 
interest to this 
writer, who has 
flown an open-cockpit warbird all around 
those hills and canyons. It’s fun to relive 
those glory days, buzzing down the slopes 
and popping over the ridges. 

The cockpits are well-detailed even at 
mid-resolution settings, with easy to read 
instruments, something not all flight sims 
can claim. The rain effects are startlingly 
realistic; watching the drops roll down the 
windscreen is awe-inspiring. 

The original Flight Unlimited flight model 
was not carried over into this sequel, so an 
entirely new physics-based “force” model 
was created. The results are generally good, 
although there are some questionable areas. 
A standard “familiarization flight” profile 
consisting of takeoffs, stalls, slow flight, 
steep turns, spins, climbs, dives and landings 


T he Flight Unlimited Il marketing hype 


COMPUTER GAMES 


Huge runway signs caused early complaints about realism. Looking 
Glass immediately issued a patch that, among other things, makes 


them scaleable. Go to www.liglass.com 


The game includes 25 “adventures” or you can create your own, like flying a 
Mustang through any hangar with an open door! 


in the Cessena 172 show some “dumbing 
down” of the flight characteristics. Stalls are 
very gentle; even more so than a real 172. 
Spins never fully develop and recover far too 
easily. Adding full power to come out of 
slow flight doesn’t seem to require any rud- 
der compensation. Most curious is that full 
throttle in level flight results in about a 90 
knot cruise. That’s about what you should 
get at cruise power, so thrust or drag com- 
putations may be off a bit. These results cast 
some doubt upon the total accuracy of the 
flight model, but it’s as capable as many 
other sims out there making similar claims. 
Pitch and power relationships are good and 
inertia is a factor. Flaps and gear do add some 
drag and cause pitch changes when raised or 
lowered. The simulation models controllable 


pitch props in aircraft 
that should have 
them and a mixture 
control, rare features 
in most games. All in 
all, the flight model is 
more than adequate 
for the task at hand, 
which is to immerse 
you in the experience 
of general aviation. 

The real time Air 
Traffic Control system 
does help build a con- 
vincing game envi- 
ronment. The calls 
you need to make in 
the game are the right 
calls in real life, utiliz- 
ing correct terminolo- 
gy and occurring 
along a realistic time- 
line. In a truly accurate simulation of the 
real environment, the radio squawks con- 
stantly in mid to high traffic density areas. 
The programmers also manage to make 
you switch frequencies at the most inop- 
portune times. It’s true, however, that the 
ATC Al sometimes gets confused and 
makes nonsensical requests or comments; 
it’s clearly not perfect. Looking Glass will 
no doubt continue to improve the Al, and 
it’s not that bad right now. 

Overall, this simulation is somewhat 
above average, with excellent graphics 
and an impressive ATC environment. On 
the down side, of the five available aircraft, 
all are props and only one a multi-engine; 
a bit more variety would be welcome. The 
flight model needs some work; spins are 
too easy and thrust/drag relationships 
should be reviewed. While terrain is 
detailed, it’s still geographically limited to 
the Bay Area, and an expanded flight map 
would enhance the game. There’s also no 
multiplayer option, although that’s not essen- 
tial in this non-combat environment. 

If you are among the legions of general 
aviation fans that like Flight Simulator, you'll 
probably enjoy Flight Unlimited II as well. It 
provides a fairly realistic representation of 
that environment, with limited but useful 
VFR and IFR procedural practice available to 
the would-be aviator. —John Nolan 
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Flight Unlimited II 

Looking Glass Studios * www.lglass.com * 
Requirements: Windows 95, 120 MHz 
Pentium or higher, 16 MB of RAM, 4X CD- 
ROM * Multiplayer: None 
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Over 450 exciting missions, with six 
new campaigns including four Pacific 
campaigns 
Accelerator-enabled to display 
amazing 3-D graphics 


Four new Pacific pans 
the Oscar, the Val, the — 
Kate, and the Zeke 


Improved, full-screen 
views, including 
gauges and live- 
action display 


Upgrade Offer 


New, highly realistic aircraft * Free online access to Air Warrior 
exterior and landscape artwork 3D Online 


i Enhanced artificial intelligence + All the missions, aircraft and 
for more challenging gameplay —_ features of the hit simulation 
: Air Warrior Il 
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FIFA: Road to the Word Cup 98 


EA Sports shoots and scores with one of the best sports games of the year 


A Sports has a solid reputation for the 
best graphics and presentation in 
computer sports, but the authenticity 
of the simulation aspect of their games has 
been wildly variable. Soccer enthusiasts 
have long anticipated the day that EA put it 
all together for their sport: FIFA 96 had great 
gameplay, but average graphics; FIFA 97 
boasted impressive graphics and sound, but 
many considered its simulation of gameplay 
to be a step backwards from its predecessor. 
Well, soccer fans, your time has come: FIFA: 
Road to the World Cup 98 is a truly great 
game and a great simulation. 

The change in the program name is an 
indicator of one of the key changes in FIFA 
98. The heart of the program focuses on 
your attempt to take a 
national team through the 
tortuous path of qualifica- 
tions and tournaments that 
ultimately lead to the holy 
grail: The World Cup. 172 
international teams, repre- 
senting six qualifying zones, 
are available. Want a chal- 
lenge? Try to take the 
Solomon Islands to the 
World Cup. Authentic quali- 
fying rules, different for each 
zone, are included. 

The graphics and presen- 


tation are just what you expect from an EA 
sports game: gorgeous. Player animations 
are extremely realistic, with many little 
touches that are only discovered after signif- 
icant play time. For example, the players 
actually turn their heads to follow the flight 
of the ball, players can stumble and recover, 
and occasionally a player who feels he was 
fouled will get up and angrily gesture at the 
referee. Multi-button gamepads are fully 
Supported and a large assortment of “spe- 
cial” moves are included. Players have a vari- 
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ety of skin tones, facial shapes, and hair 
color and styles. An assortment of different 
stadiums are represented in each zone, and 
matches can be played day or night, with 
varying weather. 3D accelerator support is 
included for 3Dfx and PowerVR cards. Crowd 
sounds (chants, cheers, whis- 
tles, etc.) are varied and realis- 


good tactics, passing, and overall team play 
are essential to victory. The control of the 
players is precise, and the Al is smart 
enough that you can pretty well accomplish 
any play strategy that you wish. Full strate- 
gic flexibility is provided via a thorough 


tic and create an authentic 
atmosphere. The play-by-play 
and color commentary, while 
not perfect, is good enough 
that you don't feel driven to 
turn it off. In summary, the 
eye and ear candy is state of 
the art and actually adds to 


[clockwise from top] 


This player has a slight disagree- 
ment with the referee’s call 


The goalies are both aggressive 
and smart 


The range of player motions is 
incredible 


than being simply gratuitous. 

Ah, gameplay. This is where 
the enthusiasts usually prepare 
to be disappointed. Miracle of 
miracles, the gameplay is as 
good as the graphics. The pace is accurate, 
the passing and shooting realistic, the 
goalies play like real goalies (i.e., smart but 
not incapable of error). FIFA 98 passes the 
acid test of a sports sim: it rewards realistic 
actions and punishes unrealistic ones. Trying 
to have one player play superman, dribbling 
the length of the field, will only result in his 
quickly being stripped of the ball. Each play- 
er has a large number of skill variables, 
resulting in true differentiation in their play- 
ing styles and abilities. As in real soccer, 


assortment of formations and defensive and 
offensive options. FIFA 98 looks, sounds, 
smells and plays like real soccer (smells 
available only through Creative Labs’ 
SmellBlaster aroma boards). 

Is FIFA 98 that rare, perfect game? 
Unfortunately, no. The player editor, while 
quite flexible, has some limitations in its 
ability to modify players that a few true hard 
core users may find frustrating. The “Player 
of the Game” almost invariably is a goalie. 
However, these are pretty minor problems 
in such a well designed game. A bigger 
problem, and the only thing keeping FIFA 98 
from earning five star status, is a problem 
with the computer Al. Whenever it is behind 
in the second half, even by only one goal, it 
resorts to a desperation tactic of firing 
extremely long range shots that are very 
simple to stop, resulting in the computer 
having very little chance of coming from 
behind in the second half. EA Sports has 
acknowledged the “catch-up logic” flaw and 
is developing a patch to fix the problem. 

For some, this flaw may be severe enough 
to hamper their ability to enjoy the program. 
That would be a shame, for FIFA 98 is one of 
the best sports games to come down the 
pike in a long time. —Jeff Lackey 
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FIFA: Road to the World Cup 98 

EA Sports * www.easports.com * 
Requirements: Windows 95, 100OMHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM * Multiplayer: 2- 8 players, Internet, 
LAN, modem 


Are we ready to crown the new king of golf sims? 


[clockwise from top] 


The graphics are as good as any in the PC golf 
world 


The infinite variety of camera angles is useful 
in judging green breaks 


Shots may be viewed from anywhere on the 
course 


he Jack Nicklaus series has been popu- 
lar primarily for its inclusion of a course 
editor, resulting in literally hundreds of 
user designed courses being available for no 
additional charge. However, you had to set- 
tle for a golf simulation that was less accu- 
rate and enjoyable than other competing 
products (e.g., Links and Front Page 
Sports:Golf). In Jack Nicklaus 5, Accolade has 
combined an improved course architect pro- 
gram with a golf sim that is arguably as good 
or (dare we Say it?) better than the one found 
in Links. The result is a package that will be 
difficult for the PC golf enthusiast to resist. 

The first thing you'll notice are the graph- 
ics: they are outstanding, with fairway tex- 
tures that look like grass rather than a car- 
pet, reflecting water and realistic perspec- 
tives — these may be the best looking cours- 
es seen on a PC screen. The “camera” may 
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be placed at any 
location you desire, 
allowing both the 
shot and the replay 
to be viewed from 
an infinite variety of 
angles. A “landing 
camera” is also an 
option, in which the 
camera switches to 
the ball’s landing 
site at the end of 
the shot. 

The players are 
polygon-based 
rather than video 


captured, and overall are quite a 
bit more realistic than those in 
FPS:Golf. The use of polygons 
results in a very realistic range of 
motions and stances. Male and 
female player animations (right 
and left handed) are available as 
your on-screen persona. Jack 
Nicklaus himself is available as a 
playing partner, of course, anda 
formidable one at that. Computer players can 
be created; however, their skills cannot be 
customized to any great extent - you can 
only choose their overall skill level (from the 
same three as the human player’s). They do, 
however, appear to play with fairly good Al. 
The on-screen players show very little in the 
way of shot reaction, either vocal or anima- 
tion. When one tires of playing against com- 
puter golfers, the full array of multiplayer 
options are available. While the ambient 
sounds are well done, announcer Gary 
McCord’s comments get repetitive and irritat- 
ing pretty quickly (they can be switched off). 
The ball physics can be the downfall of a 
golf sim: even if you can’t put your finger on 
precisely what's wrong, it’s usually apparent 
when the ball doesn’t react exactly right. 
Here again Jack Nicklaus 5 boasts golf 
physics that are arguably the best of any 


golf game. Every bounce, every ricochet, 
every roll looks and feels right. One of the 
toughest tests for a golf game's physics is 
how the ball reacts when it is hit into a tree: 
a poor result is the ball acting as if it hit a 
brick wall. In Jack Nicklaus 5 the ball behaves 
as if it is being deflected by individual limbs 
and branches. Hitting the ball out of sand is 
more difficult than hitting the ball out of the 
fairway, and sidehill lies have a pronounced 
effect on the shot. Putting is tough but real- 
istic with practice. 

For those who debate the merits of the “2 
click” versus the “3 click” versus a mouse- 
movement swing, Jack Nicklaus 5 offers a 
choice of all three, with one caveat — the 
mouse-based swing is not real-time. 
You make your swing, and upon 
completion your onscreen persona 
executes it. Unfortunately, this robs 
much of the direct, connected-to-the- 
player feel present in FPS:Golf. At the 
most difficult level, the interface is 
fair without allowing you to play at 
superhuman levels of perfection; it’s 
doubtful anyone will be shooting in 
the low 50’s (for 18 holes) when play- 
ing at the pro level. Other features 
include an interesting variety of play- 
ing modes, including the standard 
match, skins, stroke, tournaments, 
and the ever popular “bingo bango bongo.” 

So, the game looks great and plays great, 
and it comes with ten courses. That alone 
would make Jack Nicklaus 5 a “must try” for 
the avid computer golfer. What makes it a 
“must buy” is its amazing course designer 
program. This program could easily be sold 
separately at a price equal to the basic game, 
and it would be a deal at that. In the hands 
of an expert, this designer allows the devel- 
opment of courses that are utterly amazing, 
all available for free download. Web sites 
abound with courses, as well as additional 
graphics and tools. Recreating your local 
course is an absolute blast; designing cours- 
es can be as fun as playing them. 

Both the golf sim and the course designer 
in Jack Nicklaus 5 would, separately, be high- 
ly recommended. Together they make for an 
unbeatable combination and a must have 
for the PC golfer. Jeff Lackey 
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i Jack Nicklaus 5 

B® Accolade * www.accolade.com * 
Requirements: Windows 95, 120MHz 
Pentium or higher, 16MB of RAM, 4X CD- 


ROM : Multiplayer: 2- 4 players, Internet, 
LAN, modem 
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NBA Action 98 


The undisputed rookie of the year 


hat’s this? 
Someone 
dares chal- 
lenge NBA Live, the 
reigning king of PC 
basketball simula- 
tion? The nerve. Yet 
here comes NBA 
Action 98, from Sega, 
looking to rip that 
crown right off the 
champion’s head. 
Amazingly, despite its 
rookie jitters, it 
almost, almost does. 

Compared to its 
mentor, NBA Action 
looks raw and unpol- 
ished. Courts consist 
of generic, basic rec- 
tangles with crudely 
scrawled lines to 
mimic hard wood 
flooring. The center of the screen always 
sports a persistent blotch of six white dots, 
supposedly depicting the reflection of spot- 
lights above the court. Any of eleven views 
can be selected, though there’s no option 
for switching views dynamically. Without 
support for hardware acceleration, the high- 
resolution modes suffer from extreme chop- 
piness on anything less than the fastest 
machine. However, the game does an 
admirable job of articulating player move- 
ments and mannerisms. While players are 
fairly generic looking, you can still easily dif- 
ferentiate between, say, Sam Cassell and 
Nick Van Exel. 

Instant replays of particularly (or let’s be 
honest, randomly) impressive dunks or killer 
moves always make for a sweet reward. 
Showing the majority of replays through the 
eyes of a puddle of sweat at the free throw 
line, though, wasn’t exactly an NBA caliber 
design decision. 

Labeling the play-by-play announcing in 
NBA Action atrocious constitutes a “random 
act of kindness.” Interjections during the 
game range from misplaced babblings to 
disjointed, cryptic phrases. Many times, the 
lag gets so bad a fast break layup will occur 
before the announcer screams, “Number 32 
nabs the defensive rebound.” Broken sen- 
tences pieced together by lengthy pauses 
distract more often than they contribute to 
the game. Apparently, recording the sounds 
of a cobra scraped across an underwater 
cheese grater seemed plausible enough for 
crowd noise (hint: it isn’t). 

Of the healthy list of bloopers in the 
game, most are benign enough not to ruin 
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the overall experience. 
Draining a three point 
shot triggers a “Points in 
the paint” bulletin. 
Insightful messages like 
“New York on a 2-0 run in 
the last 1:20” pop up on 
occasion. Simulated point 
totals resemble bowling 
scores. A more serious bug denies access 
to the coaching functions if players don’t 
own a 10 button gamepad (keyboard users 
take note). 

Just about the time you're ready to bench 
the game, it stuns you with an unparalleled 
grasp of artificial intelligence. Instead of 
spending its budget perfecting showtime 
cross-over dribbles and modeling lens flare off 
Abdul-Jabbar’s goggles, NBA Action puts on a 
fundamentals clinic that leaves NBA Live 98 
gaping into its headlights. The computer 
makes the most of every opportunity. Players 
drive the open lane, set and utilize picks, back 
down in the key, and work the shot clock 
smartly in the waning seconds of a tight 
game. The playbook gives no indication of 
what a particular play does, so it takes a while 
to decipher what plays work best. Fortunately, 
called plays execute so well gamers will feel in 
total command of their team. 

Responsive player control continues to 
elude many sports games, but NBA Action 
manages to master it on the first try. 
Controller input responds instantly, making 
multiple button maneuvers an acquired skill 
rather than dumb luck. The game seems to 
stay a step ahead, anticipating what you’re 
trying to attempt, rather than what your fran- 


Action Replay 


[clockwise from above] 
The “player formerly known as Michael 
Jordan” defies air yet again 


Guarding Malone feels strikingly like 
walking a short plank 


This view works well for gaining insight 
on the execution of different plays 


tically fumbling fingers erroneously 
dictate. Beyond the standard shoot, 
jump and pass options, you can 
drive toward the hoop for a higher 
percentage shot (offset by a greater 
chance for drawing the charging 
foul). As if all this wasn’t enough, the 
practice mode allows you to test 
drive the basic functions and combi- 
nation moves, or develop team skills 
with another human player. 

Additional factors, primarily player fatigue 
and injuries, have a tremendous impact on 
individual game and season performance. 
Exhausted players stumble up and down the 
hardwood, shoulders drooping and skills 
sagging. Injured players call time-out and 
limp off the court. These injuries reflect in 
the teams record as well. The Lakers won the 
championship with a healthy Shaquille 
O'Neal, yet had a substantially poorer perfor- 
mance when he missed several weeks after 
an early season injury. 

In future years, EA Sports, the unstoppable 
reigning champion of the genre, will be wari- 
ly looking behind itself at this new upstart in 
the league. Meanwhile, NBA Action 98 closely 
watches its opponent, learning new moves 
and working on its skills in hopes of an upset. 
Whoever wins, it'll be the fans who walk 
away with the victory. —Tim Royal 
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NBA Action 98 

Sega * www.sega.com * 

Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM = 
Multiplayer: 2 players, hot-seat 


NBA Live 98 


The best sports game you'll ever watch 


udged on presentation 
J alone, NBA Live 98 

would emphatically win 
any beauty pageant without 
ever leaving the swimsuit 
competition (anybody watch 
beyond that point anyway?). 
No game yet captures the 
adrenal thrill of basketball 
the way this one does. 

Like a gardener tending 
his “herb” patch (that’s what 
they call it now that the ‘60s 
are over), EA Sports contin- 
ues to polish and perfect 
every visible aspect of their 
basketball simulation, with 
native 3Dfx support coupled 
with their superlative Virtual Stadium tech- 
nology. The exquisitely modeled computer 
players sport real facial photos transposed 
onto their polygon heads. While technically 
successful in creating a distinct look for 
every player, it’s downright comedic to 
watch fatigued team members grin like 
Cheshire cats after being badly beaten to 
the glass. Perhaps NBA Live ’99 will intro- 
duce emotion sensing technology to vary 
facial expressions. 

A diverse set of camera angles should sat- 
isfy any gamer’s personal fancy. Automatic 
view switching makes watching the action 
tantamount to catching live NBA broadcasts 
on the tube. Once again, the highly sought 
“Cheerleader Abdominal Cam” remains 
Strangely absent despite a certain interested 
party's prayer vigils. All told, the game 
comes chock-full of subtle but effective 
details, from the working shot clock to the 
court side ads that rotate between real 
advertisements (groan). 

Naturally, gamers can expect the de facto 
squeaking sneakers and swishing sounds. 
Listen closely, though, and you'll hear con- 
textual crowd noise that adjusts to the cur- 
rent game situation. You'll feel the thunder- 
ing bass from the piped in Jock Jams riffs (if 
you're in New Jersey, you'll hear piped-in 
crowd noise instead). Best of all, you'll expe- 
rience the absolute best play-by-play com- 
mentary in any sports simulation. With an 
uncanny sense for timing the right phrase to 
the current court action, announcers in NBA 
Live 98 outmatch their human counterparts. 
The audio bits don’t break up, blending 
seamlessly between phrases like “The Bulls,” 
“trail,” “the Sonics,” “by,” “one.” 

Beyond the glitz and glamour, the game 
implements much needed functional 
improvements. In-progress games can be 
saved now. A simplistic General Manager 
mode opens up possibilities for single sea- 


son trading, draft- 
ing, and re-align- 
ment of teams 
between divisions. 
Statistic screens dis- 
play information 
sensibly, with easy 
access to pertinent 
figures and roster 
information. The 
playbook demon- 
Strates individual 
plays visually, help- 
ing gamers set up 
their offense and defense intelligently. 

A closer look under the hood reveals that 
the Al underwent a tune-up when it really 
needed a complete overhaul. Lobotomic 
actions from computer opponents occur less 
frequently than ever, but still remain a part 
of the Al’s game plan. Players rarely drive the 
lane. Outside shots get tossed up much too 
frequently, especially for forwards and cen- 
ters (who are all too often out of position). 
Unlike NBA Action 98, factors such as fatigue 
negligibly reduce shot percentage and offer 
a slight edge for opposing fast break points, 
but don’t visibly affect overall performance. 

As well, the game maintains a curious 
bond to “scripted” activities. Sometimes a 
player turns tail and runs across the half 
court line for some apparently predeter- 
mined back court violation. Forwards back- 
ing down in the key occasionally divert 
course to jog out of bounds. Either there’s a 
bit more work left on this facet of play or this 
game cunningly simulates point shaving so 
discreetly it just looks like a handicapped Al. 

The revamped control scheme offers fea- 
tures like DirectPass, which lets you target 
players specifically, rather than aiming your 
pass in a direction the computer ignores 
anyway. Lagging response and overall con- 
trol lethargy still plague the game. While the 


[top to bottom] 


Vin Baker and Shawn Kemp. Oh, the off-season 
tales they could tell... 


Mount Mutombo skies above the entire Celtics 
team for a high energy slam 


How Shawn can see the hoop from the Mop-n- 
Glo floor shine never ceases to amaze 


heavily marketed “cross-over dribble” move 
looks pretty, smarter computer intelligence 
and control refinement would have gone a 
lot farther in making this game the solid 
contender it deserves to be. 

Being foremost an action game, simulat- 
ed scores tend towards the bloated side, 
though win/loss records for teams reflect 
the abilities of individual team members rea- 
sonably (modified or untouched). A team of 
5’ 2” 160 lb. midgets will squeak out maybe 
a victory a season. A team of Herculean 
superstars typically conquers all, though 
they'll still lose to a good team on occasion. 

NBA Live 98 isn’t so much a basketball 
game as a basketball experience, melding 
the thrill and outright frenzy of the NBA 
Finals with an incredible package of authen- 
tic sights and sounds. Now if the players 
could just wipe those odiferous-substance 
devouring grins off their faces... -Tim Royal 
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NBA Live 98 

EA Sports * www.easports.com * 
Requirements: Windows 95, 100MHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM + Multiplayer: 2 players, LAN, 
modem, serial 
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Virtual Pool 2 


Replace the felt and you’d have a masterpiece 


ince the original DOS-based Virtual 
ty Pool, developer Cerelis has steadily 

improved the game with Virtual Pool 
for Mac OS, Virtual Pool for Windows 95, 
Virtual Snooker, and now the biggest leap, 
Virtual Pool 2. Once past Interplay’s deter- 
mined effort to annoy you by forcing you to 
watch trailers you have no interest in and 
by continually badgering you to register, 
you'll find a tragically mixed bag: a great 
game marred by technical glitches. The 
game supports Direct3D, and to play at 
high resolutions on a mid-range system 
you'll want to utilize this support; however, 
its implementation is flaky at best. On one 
machine, one rail of the pool table continu- 
ally disappears, while other users report 
widespread lock-ups. 

In fairness, once Direct3D is disabled, the 
game runs flawlessly. Oddly enough, the 
game actually looks better in the non-accel- 
erated version. The balls seem more natural, 
the lighting is softer and the shadows more 
diffuse, which contrasts with the hyper-real, 
sharp-edged Direct3D version. 


Andretti Racin 


"It's ame, a Maaaariooo....." 


aybe you're on AARP's hit list for 
ivi crowding the elderly onto street 

curbs. Or maybe you're an avid car- 
pool junkie because you assume 55 MPH 
means "per passenger." If you fall into either 
category above, Andretti Racing will satisfy 
those aggressive vehicular compulsions. 

The game includes 16 diverse tracks even- 
ly divided between the NASCAR and CART 
portions of the game. Even with all detail 
options turned on, the courses appear bare 
in comparison to the lavish detail of the ren- 
dered cars. The career mode spans several 
seasons, adding an overall sense of accom- 
plishment as players make their way up the 
ranks. The game supports most major 
brands of peripherals, even allowing multi- 
ple control configurations to be saved. 

Folks anticipating a racing simulation, as 
opposed to an action feast, won't find much 
refuge in Andretti Racing. While handling 
characteristics for the Indy cars vary consid- 
erably from those of the Stock cars, both feel 
too arcade-ish. User defined car settings 
can't be saved and recalled. Fortunately, the 
garage boasts at least a meager subset of 
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Additions to the engine include improved 
physics; modeled now is the third dimension 
SO you Can jump balls or whack them off the 
table. There are also tournament modes 
with dynamically changing player ratings 
that determine suitable opponents, and 
more games to choose from. Also modeled 
are the subtle effects that advanced pool 
players understand, such as cue ball squirt, 
throw and table pinch (allowing those jump 
shots). Balls and rails are solid to the cue 
stick now. If you couldn't put a stick there on 
a real table, you won't be able to do it in 
Virtual Pool 2. Cerelis still hasn’t figured a 
way to model difficulties forming bridges 
over other balls, and miscues seem to be 
determined randomly when you're making 
an “iffy” shot. 

That wacky bunch of computer oppo- 
nents is back, complete with silly names (i.e. 
“Eiza Crost”) and sadly, sillier behavior. 
Cerelis seems to have built an Al that could 
whup a human any time it wants to but 
play dumb if ordered to. You can play a 
friend via the usual options, including 


the customiza- 
tion options 
available in 
NASCAR Racing or 
Grand Prix Il. 

Opponents 
either lambaste 
your fenders, 
then drive off 
unscathed, or 
simply fail to rec- 
ognize your exis- 
tence at all. 
Many times, the 
tinkering players 
do to their cars goes for naught, thanks to a 
disgruntled opponent miffed about miss- 
ing the cut for Destruction Derby. A mix of 
loud guttural guitar and Hip-Hop tunes 
succeeds in cleverly masking the Adlib- 
quality engine sounds. 

"Racing School," the multimedia portion of 
the game, features interview clips of the 
Andretti trio relating their favorite driving 
techniques. Jeff, by far the least prolific of the 
Andretti clan, awkwardly sputters through 


The stunning graphics and fast frame rate 
are an awfully hard combo to beat 


Gonna jump the 5 in order to sink that 2 


TCP/IP. Perhaps most fun is good old hot- 
seat for a game like this. 

Cerelis needs to patch this puppy; then 
it'll have a fantastic game on it’s hands. The 
technical glitches mar an otherwise excel- 
lent product, but this is still far and away 
the best billiards you'll find on the PC. 
—Peter Smith 
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Virtual Pool 2 

Interplay * www.interplay.com * 
Requirements: Windows 95, 486DX/100 or 
higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: 2 players, Internet, LAN, serial, 
hot-seat 


| A multiple car pile-up, no 
doubt thanks to the advertis- 
ing eyesores ahead 


his three lessons with unin- 
tended hilarity. 

Andretti Racing is a solid, 
unremarkable, two-for-one 
racing game. Buy it if you're 
terrified of those scary per- 
formance numbers in 
NASCAR Racing, yet find 

yourself too distracted by Princess Toadstool's 
chassis in MarioKart 64. -Tim Royal 
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Andretti Racing 

EA Sports * www.easports.com * 
Requirements: Windows 95, 133MHz 
Pentium or higher, 16MB of RAM, 2X CD- 
ROM * Multiplayer: 2-8 players, LAN, 
modem, serial 


CART Precision Racing 


Microsoft's first serious vehicle simulation crosses the finish line 


hen Terminal Reality, the makers of 
W Monster Truck Madness, announced 

CART Precision Racing, some may 
have wondered whether it would be fun to 
drive Indy cars that behave like monster 
trucks. However, TRI has surprised them all. 
Their open-wheeled racing simulation is an 
ambitious project that nicely brings across 
the excitement of real Indy cars. 

However, the release may have been a bit 
premature. CART is somewhat unbalanced— 
superb in some aspects and seriously flawed 
in others. An example of the latter is the 
telemetry module, which shows a synchro- 
nized replay next to the graphs, with a mark- 
er indicating the current track position. 
While superb for making setup decisions, it 
lacks crucial graphs like ride 
height, wheel speed, or tire 
temperatures (there’s just no 
way to adjust toe-out, tire 
pressure or camber without 
knowing the tire tempera- 
tures). The setup options, 
however, do affect the car’s 
behavior realistically, and the 
“race engineer,” who tells 
you what a setup parameter 
does and will even ask you 
questions and suggest setup 
changes, is a definite asset. 

More serious are some 


bugs, such as four wheels spinning frantical- 
ly when you hit the throttle in neutral, 
downshift sounds occurring when you did- 
n't downshift, an oddly spiked steering 
curve or an engine that refuses to accelerate 
for no obvious reason. The installation 
appears to be tricky on some systems but 
was flawless on the test machine. The manu- 
al is thin and incomplete, and the online 
help doesn’t live up to the standards of the 
Microsoft Office products. Finally, although 


the graphics are only average, the game is 
power hungry, delivering erratic framer- 
ates—the game really requires at least a 
200MHz Pentium and a 3D accelerator. 
However, once on the track, CART is a 
thriller. Breathtaking sound 
mates with a car that feels as 
alive as a beehive. In order to 
be fast, you have to adopt a 
realistic driving style, and 
except for an overdone ten- 
dency to understeer at slow 
speeds, the game is one of 
the hottest beasts currently 
available. Bumps, slopes, hills, 
Slanted roads, off-camber cor- 
ners, rolling, jumping, the 
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If only Detroit had fewer 
walls... 


A major overhaul is in the 
works 


A wealth of setup options 
makes every race engineer 
drool 


brute force of the turbo 
engine, tires laying rubber on 
the tarmac and slides of all 
sorts combine to provide a 
serious sense of “wow.” 

CART also impresses with a 
wealth of intelligent features for online rac- 
ing, like blue flags for drivers who are about 
to get lapped. Multiplayer games are very 
tolerant of poor connections, and yield 
good fun even on days with bad lag times. 
The game's poor opponent Al becomes irrel- 
evant when playing with up to eight human 
drivers online. The minor problems with 
online play are just that—minor. Due to a 
dark color palette, it’s often too late when 
you finally see your opponent's, and laptime 
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measurement is unreliable (hotlappers and 
leagues like those in CompuServe’s 
Sportsims forum will have a problem with 
this). Overall, though, the multiplayer sup- 
port is the strongest feature in the game. 
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The damage model is simplified (probably 
in order to make online racing more fun); 
the car bounces off walls like a rubber ball, 
and if you're careful with the wheel it'll let 
you plow through grass or gravel like noth- 
ing. While this is not what hardcore sim fans 
want, it does appeal to a wider audience—in 
fact, Microsoft's CART section of the Internet 
Gaming Zone is well-frequented. 

Many of the issues discussed here will be 
addressed in a forthcoming patch, the beta 
version of which looks promising. It won't 
do miracles for the sim, but it shows that the 
programmers are listening to their cus- 
tomers and are supporting their product. 
That said, should you get CART? That's a dif- 
ficult question—clearly it should have been 
kept in the lab for another couple of 
months. If you have a Ninja computer, can 
put up with the bugs or enjoy racing online, 
it's a good simulator. Overall, it’s a bit like 
real CART racing—raw and unpolished, but 
strong at heart. Terminal Reality has found a 
good balance between hardcore realism and 
fun. While they ended up on the fun side of 
the equation, they've managed to make the 
game feel realistic. It pretends to be a nasty 
beast on the track, but the nastiness is 
wrapped in velvet. Joachim Trensz 


KK KK He 


CART Precision Racing 

Microsoft * www.microsoft.com * 
Requirements: Windows 95, NT 4.0, 6(0MHz 
Pentium or higher, 32MB RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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Control your action 


New controllers help you get a grip on your favorite twitch games 


light simulation fans have had many 
years of advanced controllers; vari- 
ous popular devices from CH 
Products and ThrustMaster have brought 
rudders, throttles and viewing hats to the 
PC. Action fans, though, haven't been so 
lucky... until now. 

Many new controllers have been 
released in the last year that seem geared 
directly towards the action gamer. We've 
previously reviewed Microsoft's 
SideWinder Gamepad and 3D Pro and CH’s 
GameStick; this time, we take a look at 
some new controllers from ACT Labs, CH, 
Microsoft and ThrustMaster. 


Act Labs 
The ACT Labs controllers, the 


PowerRamp Mite, PowerRamp and 
EagleMax, all feature program- 


mable buttons and the ability to 4 


play back commands as 
macros. They all connect 
using the keyboard (the 
EagleMax also uses the 
joystick port). The 
design of the 
gamepad-like 
PowerRamp Mite 
is “borrowed” 
from the 
PlayStation’s 
controller, 
the only 
change 
being the 
additional buttons 
that are used to pro- 
gram macros. 

With 14 buttons and two 
directional pads, the Mite is one 
complex little gamepad, almost absurd- 
ly so. There’s no software to program the 
device; instead, you're forced to manually 
press a series of buttons in order to set the 
macros and program the “10-in-1” buttons 
(as in 10 commands, or keypresses, 
assigned to one button). While it proves a 
formidable weapon upon setup, the time 
spent programming this controller would 
be better spent practicing killer moves. 

The PowerRamp is by far a more inter- 
esting device. It resembles an actual 
arcade game console, and the digital con- 
trols even make that always important 
“click” noise. If you play fighting games 
(Sega's Last Bronx was tested with it), 
you'll get a near-arcade experience with 
this controller. It’s only real flaw is its 
primitive programming software. It’s a bit 
intimidating, though it does come with 
profiles for a fair number of major titles, 


COMPUTER GAMES 


and more can be downloaded from Act 
Labs’ web site (www.actlab.com). 
However, it doesn’t compare well with the 
slick Game Device Profiler that Microsoft 
ships with all of its joysticks. 

The EagleMax is geared toward action 
simulators such as X-Wing vs. TIE Fighter. 
As with the PowerMite, it lacks the all- 
important software-based configuration 
utility for programming the stick, but does 
have an “auto-fire” capability for super- 
intense arcade action. It also lacks ade- 
quate documentation, a flaw all of the ACT 
Labs products share. 

The stick does feature a well-designed 

handle that resembles the one found on 
the Microsoft SideWinder Precision 
Pro. It’s only problem is indents 
in the handle leave pat- 
terns indents in your 
hand after particu- 
larly intense 
Sessions, 
and 


3 , 


SeC= See 
ondary | PowerRamp 
buttons that ‘ 

are too tiny (a 
flaw shared with the 
original SideWinder 
3D Pro). 


CH Products 


The second joystick in their new 
“GameStick” line of controllers, the analog 
GameStick 14 is the more full-featured 
(and more expensive) cousin of the origi- 
nal inexpensive GameStick [CGS+ 85]. It 
has four buttons on the handle, a direc- 
tional hat, a throttle and two directional 
pads on the base. Beautifully designed in 
an aesthetic sense, the joystick is symmet- 
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rical, meaning it’s perfect for lefty gamers. 

Unfortunately, the design occasionally 
gets in the way of functionality. The throt- 
tle is in the middle-back of the base, 
which, especially for those upgrading their 
CH Flightstick Pro, isn’t an immediately 
intuitive location. Of more concern is the 
number two button, which is located in a 
spot on the handle that guarantees it'll be 
accidentally hit. To top it off, it’s too small 
to be particularly useful. 

With light action and its symmetrical 
design, the GameStick 14 is a decent choice, 
especially for lefties. Here’s hoping CH does 
a new version of the stick to address the 
tiny button problem and moves the throttle 
to a more natural location. 


Microsoft 

Love them or hate them, it’s clear the 
SideWinder Precision Pro is yet another 
testament to the time (and money) 
Microsoft invests in ergonomics and 
design. The handle, which is shared with 
the Force-Feedback Pro [CGS+ 84], is one 
of the best on the market, and the new re- 
designed buttons are much easier to 
use. The “shift” key for the program- 
mable buttons on the base may 
be too far away for people 
with stubby fingers, but 
overall this is a 
superb joystick. 
Its all-digital 
design 


elimi- 
nates cali- 
bration prob- 
lems, and the 
“twisty” handle is sup- 
ported by many big-robot 
and tank games. 


EagleMax 


ROPES RIP RABE ME RS 


SOLDIERS AT WaR’ is ene tiesed,  tadlove (ombat with all WEbreroien and drama of a goo: World War II 
movie! Lead a squad of 8 men through a Weiteettsnity campaign of 15 linked scenarios. Experience D-Day 
and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in 
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone 
missions, many from the German perspective, make the action virtually endless. Four-player multiplay 
via network or the internet 
lets you fight it out 
with real opponents! 


To Order: Visit your retailer 
or call 1-800-234-3088 
(USA & Canada) with 
Visa or MasterCard. 


www.ssionline.com 


WINDOWS’ 95 CD-ROM 


A MINDSCAPE® COMPANY 
©1997 eek Simulations, Inc., a Mindscape Company. All rights reserved. SOLDIERS AT WAR is a trademark of Strategic Simulations, Inc. All other trademarks 
and registered trademarks are the property of their respective holders. Call 1-800-771-3772 for Game Rating Information. 


Hardcore flight simulation fans will still 
ignore it because they don’t like the 
twisty-handle substituting for rudder ped- 
als, but for action games that don't 
require a gamepad, the Precision Pro is 
the best joystick currently available. 


ThrustMaster 

Marketed as the Formula 1 Racing Wheel 
outside of the U.S., the NASCAR Pro Racing 
Wheel resembles an IndyCar cockpit layout 
more than either of their vehicle name- 
sakes (F1 cars don’t have stick shifters, and 
NASCAR stock cars use bigger wheels). 
Regardless, what 
amounts to the 
third generation 

of ThrustMaster’s 
popular 
wheel/pedal com- 
bos emerges with 
refinements in 
appearance, lay- 
out, control, 

and feel. 

The full-scale 
foam padded wheel 
(a dead ringer of 
Michael 
Schumacher’s Ferrari 
“controller”) is mount- 
ed to an updated ver- 
sion of the familiar 
bungee chord-based 
return system that pro- 
vides stable centering, progressive resis- 
tance, low mechanical noise and low main- 
tenance. Two buttons located on the face of 
the wheel can be used for F1-style gear shift- 
ing or other duty for games that allow it. 

Mounted in a completely new weighted 
base, the pedals feature realistically stag- 
gered mounting positions (brake mounted 
slightly ahead of the gas) and progressive 
action with a realistically higher resistance 
rate for braking. A switch allows you to set 
the pedals as a single or dual axis device for 
independent gas/brake operation for 
games that support this feature. Although 
the base is stable enough for conventional 
single foot pedal dancing, it will lift when 
using left-foot braking if you’re not careful. 

Sitting on top of the sequential shift 
pattern gear shifter is a rubber grip that 
compliments the tactile feedback shifting 
action, although it’s hard not to wish for 
more tactile feedback. Other noteworthy 
features includes a truly functional 
“cam-lock” quick clamping system, and 
a cable connecting the wheel to the 
system that doubles as a joystick extension 
when disconnected. 

If you're looking for a wheel/pedal 
combo, look no further—the NASCAR Pro 
Wheel makes it tough for present owners of 
other wheels to resist upgrading, and is 
highly recommended. 

Modeled after the Rotational Hand 
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Controller ThrustMaster produced for 
NASA’s Space Shuttle simulators, the 
Millenium 3D Inceptor is the first digital 
consumer joystick based on optical reflec- 


tive technology. Instead of using inter- 


rupter wheels (a wheel with many holes 
used to detect motion), the Millenium uses 
an advanced grayscale wheel to provide 
analog action, which eliminates problems 
such as jumpy controls experienced when 
interrupter designs come to rest in 
between motion detection holes. 
Furthermore, because 


optical technology is 
a non-contact device, potentiometer asso- 
ciated problems are completely eliminated. 

Designed for zero-G operation, the pitch 
pivot is located on the center of the small- 
ish grip (allowing you to keep your forearm 
stationary) and pitch travel range is very 
short compared to its conventional design 
roll axis. Equipped with one four-way hat, 
five buttons, a trigger, throttle slider, and 
twist action yaw control, taking to the fairly 
stiffly sprung Millenium can be described 
as an acquired taste—you'll either love or 
hate it at first, but given time you'll appreci- 
ate its design. 

Although originally reported as being DOS 
compatible in our preview, it turns out the 
release version of the Millenium only works 
with DOS games while running in a Windows 
95 DOS window. The included ThrustMapper 
software allows you to program the 
Millenium’s buttons and hat so they'll upload 
automatically upon game start, and the “One 
Touch” setup utility works as advertised with 
no calibrating required. 

While controller output is rock solid, 
communication errors were experienced 
when playing online Air Warrior for 
Windows ver. 2.07d (played on AOL), 
WarBirds 2.0 R3, and the Fighter Ace public 
beta on the Internet Gaming Zone (multi- 
player Flight Simulator 98 and F-22 Raptor 
work fine). ThrustMaster says these errors 
only occur with external modems and a 
software fix is in the works. 

The final ThrustMaster controller is the 


Rage 3D Digital Game Pad. It’s housed in a 
light-weight, ergonomically shaped case 
that’s just at home sitting on a table top as 
it is death-gripped between frantically 
twitching fingers. Its analog/digital direc- 
tion pad resembles a track ball with a dim- 
ple in the center for finger positioning. The 
Rage’s analog-style “3D” mode sets the 
direction pad to work with 360 degree pro- 
portional movement control (like a joy- 
stick), and its digi- 


tal-style “2D” mode 
works like a standard on/off control, eight- 
way direction pad. Although you can 
switch between modes on-the-fly, beware 
that centering will be thrown off if the 
switch isn’t moved all the way to its correct 
end position. 

The six thumb buttons, the start and 
select buttons, and the left and right dual 
position triggers are all programmable 
through the included graphical interface 
Thrustmapper utility software. While mild- 
ly powerful yet simple to use, certain fea- 
tures such as rapid-fire options and multi- 
ple mode key (shift, alt, and ctrl keys) 
presses are not supported. Up to four 
Rage controllers can be daisy-chained into 
a single game port, but only the first unit 
in the chain can take advantage of the 
Thrustmapper programming scripts. 

Although the Rage isn’t based on the 
same optical reflective technology as the 
Millenium 3D Inceptor, the Rage also only 
supports DOS games if they’re run within 
a Windows 95 DOS window. 

With its advanced design, “one-touch 
setup,” easy programming, automatic script 
loading and the fact that there are no key- 
board cables to fumble with, the Rage 3D is 
one easy game pad to like. 

In the final analysis, readers are advised 
that no joystick review is definitive; mat- 
ters of personal taste reflect strongly in 
these choices, more so than in any game 
review. Every hand fits every stick slightly 
differently, so your best bet is to go to the 
store and try the sticks yourself. —Steve 
Bauman and Ben Chiu 
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Welcome to Myth: The I nensiona arid where 
broken swords and bent arr und, ‘and the blood of your 
enemies lies in pools at your feet. A world of harsh 


rain and breathtaking landscapes, where rivers ga’ ® 
reflect the haggard faces of soldiers and hide the =, 
rotten corpses of the undead. A world you canexpe- = & 
rience from any point of view. Welcome to Myth: The Fallen r 


Lords, a world where terrifying myths have become reality. 
Check out the game that earned CGW’s “CG Choice,” PC Games’ “A 


List,” and Strat. Plus’ “Stamp of Approval” at www.bungie.com or call 
800 295-0060 


i ours now! 
Available for Wind« 


95 and Mac™ OS 


* Access to bungie.net is FREE. Player is responsible for applicable Internet fees. ee 
Myth: The Fallen Lords and bungie.net are trademarks of Bungie Software Products Corporation. All ian iiss, © 1997 Bungie Software Products Corporation. 


Addictive Multiplayer Carnage 


‘Real- -time Battle Strategy 
Winning requires a combination ot precise 
control of formations and ruthless tactics as you 
struggle for high ground over 3D terrain. A 3D 
camera lets you view the action from any angle. 


undead, w hile might | 
lightning ripple and char. eground, sending 
limbs arcing through the air, traidime gore. 


Free Internet games via bungie.net legwOturpattte 
io.the top of worldwide rankingsgi@6operate, 
play solo or in teams. Epic 16-player bloodbaths 
of Territories, Capture The Flag, and others! 


And an Engaging Story! 

Plot and characters come alive through 
narration and animated elips., Battle betrayal and 
treachery in your ows fanks as. The Fallen Lords 
threaten to overrun the last strongholds of your 

ravaged and despairing world. 
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FIGHTER 


SQUADRON 


OCREAMIN DEMONS OVER EUROPE 
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‘FLYING NIGHTMARES 2’ offers a unique combination 
of cutting-edge flight simulation and real-time strategy. 
Fully adjustable difficulty levels, control options, and 
graphics preferences allow nearly any player to enjoy 
FN2’s challenge. Virtual cockpits increase the realism 
and your situational awareness. 
Eidos (Simulation) 
Release Date: 2/98 PC CD $37 


‘FIGHTER SQUADRON: SCREAMIN’ DEMONS OVER 

EUROPE’ Each of the nine planes flies just like its 

real-world counterpart, and contains 30 unique. 

scenarios. Planes take damage on a per-polygon basis, 
which realistically and adversely affects handling . 

Activision (Simulation) 

Release Date: NOW PC CD $47 


‘FLIGHT UNLIMITED 2’ takes the realism and thrill of 
simulated flying to a higher plane. Over 11,000 square 
miles of incredible Bay Area terrain accurately modeled 
for the most precise detail ever in a flight sim. Visual 
and instrument navigation, 6 of the coolest civilian 
aircraft, including the P-51D Mustang and the 
DeHaviland Beaver seaplane. 
Eidos (Simulation) 
Release Date: NOW PC CD $37 


‘QUAKE II’ Quake was just foreplay. Now comes Quake 
ll. Includes larger, mission based levels, superior artifi- 
cial intelligence, and wicked multiplayer capabilities. 
Experience smoother 16 bit graphics and real-time light- 
ing effects. 


Activision (Action) 
Release Date: NOW 
PC CD 


‘TOMB RAIDER 2’ Lara’s back, and better than ever, 
with new moves, a new underwater environment and a 
whole new arsenal. Explore huge, exotic platform-based 


3D environments around the world, solve 
puzzles and kill baddies. 

Eidos (Action) 

Release Date:NOW 

PC CD 


‘UNREAL’ In one seamless flowing world, race across 

vast outdoor and indoor environments, enter enchant- 

ing cities and mysterious temples. Use Unreal’s easy 

to use object-oriented level-editor to design your 
own levels. 

GT Interactive (Action) 

Release Date: 4/98 PC CD $45 


‘DEATHTRAP DUNGEON’ This ultimate dungeon thriller 

is based on the fantasy gamebook series and offers 10 

tortuous levels of combat. Armed with swords, missiles, 

muskets, magic spells and more, you can fight solo or 
multi-player combat in an eerie dungeon atmosphere. 

Eidos (Action) 

Release Date: NOW PC CD $44 


‘CH GAMESTICK 14’ The comfortable base is equipped 

with 14 functions, a slide throttle, trim controls, two 

directional pads and patented gimbal. Designed for both 
left and right handed gamers. 

CH Products (Hardware) 

Release Date: NOW PC $60 


‘CABIN FEVER: SNOWBOUND’ How about a weekend 
stuck in a cabin with nothing to do but play strip poker 
with3 gorgeous women? Advanced poker engine and 


hilarious story elements. 
Art Worx (Adult) 
Release Date: NOW PC CD $34 


‘DIVA X: KAORU’ The perfect girl awaits you! Created in 

a lab simulator outside Tokyo, she is the end result of 50 

years of research and development. Fully poseable, won- 
derfully jointed and lifelike, this doll is alive. 

Pixis (Adult) 

Release Date: NOW PC CD $39 


* Specials- Limited Time Only- Offer valid 
from 2/1/98 through 3/14/98 


SPLUS398P1 


| 


| 


COMPUTER GAMES: SIMULATION 


TITLE RELEASE PRICE TITLE RELEASE PRice TITLE RELease PRice TITLE RELEASE PRICE 
1943 Euro Air War 05/98 $45 F-22 ADF 02/98 $48 Joint Strike Fighter NOW $29 Sail 95 NOW $36 
688i Hunter Killer NOW $46 F-22 Lightning 2 NOW $26 M1 Tank Platoon2 03/98 $48 Sand Warriors NOW $29 
AH-64D Longbow2 NOW $46 F-22 Raptor NOW $36 M1A2 Abrams 3D 02/98 $47 Scorcher NOW $46 
ATF 98 04/98 $46 F/A 18 Korea NOW $43 MS Flight Sim 98 NOW $52 Screamer 2 NOW $24 
Aces: X-Fighters 03/98 $49 F16 Fightng Falcon NOW $47 MW Mercenaries 3DfxNOW $48 Scrmn Demons Eurpe NOW $47 
Across Desert 1941 06/98 $48 Falcon 4.0 04/98 $54 MechWarrior 3 06/98 $52 Sierra Pro Pilot NOW $47 
Air Warrior 3 NOW $47 Fighter Duel 2 04/98 $48 Mig Alley 03/98 $46 Silent Hunter 2 09/98 $46 
Anarchy 02/98 $41 Flight Unlimited 2 NOW $37 Moto Racer GP NOW $43 Spearhead 02/98 $49 
Armored Fist 2 NOW $36 Flying Corps Gold = 01/98 $39 Nascar Racing 2 NOW $47 Spearhead Exp Pack 03/98 $29 
Brnout Chmp Drgreng04/98 $44 Flying Saucer 02/98 $46 Need for Speed 2SE NOW $44 Stealth Reaper 2020 NOW $39 
Crmgddon Max Damg02/98 $35 Flying Tigers 09/98 $48 Nuclear Strike NOW $42 Tank! 02/98 $48 
Comanche 3 NOW $44 Glider Wars 03/98 $32 Outlaw Racers 03/98 $39 Team Apache 03/98 $44 
Condemned 02/98 $48 Hardwar NOW $46 Phantom Ace 04/98 $48 Test Drive 4 NOW $46 
Confirmed Kill 04/98 $46 Harrier 2020 01/98 $45 Privateer 2 SE NOW $39 Trophy Bass 2 NOW $39 
Conquest of the Skies NOW $48 Heavy Gear NOW $44 Red Baron 2 NOW $48 Virgin Rally Champ NOW $34 
Deep Six 03/98 $46 Hind Helicopter NOW $25 Redline 03/98 $46 Wing Com 5: Prphcy NOW $46 
Destruction Derby 2 NOW $43 Interstate 77 02/98 $46 Road to Indy 500 NOW $44 Wings of Destiny 02/98 $49 
EF 2000 V 2 NOW $45 J Fghtr Lghtning Strk 02/98 $43 SODA Off-Road RacngNOW $46 X-Car Exprmnt! Ron NOW $48 
Earthsiege 3 05/98 $49 Jet Fighter 3 NOW $35 SU-27 Electrnc Bfield 10/98 $46 X-Wing Vs. Tie Cmp 1NOW $32 
Extreme Assault NOW $33 Jet Fighter 3 Missn NOW $25 SU-27 Flanker 2 04/98 $43 X-Wng V Tie Fghter NOW $49 
F-15 02/98 $48 Jet Fighter Fil Burn 01/98 $46 SU-27 Finkr 2 Add-0n03/98 $29 iF-22 Raptor NOW $39 
F-16 Agressor 02/98 $48 Jet Fighter Platinum NOW $34 SWIV NOW $44 iPanzer 44 02/98 $47 
| 

| COMPUTER GAMES: HARDWARE Z 
ATI Expression 2MB NOW $77 CHGameCard3AutoNOW $26 Diamond Viper 330 NOW $189 Space Orb360 NOW $72 
ATI Xpert at Play 4MB NOW $169 CH Joystick Switchbx NOW $24 Int Intnse 3D Rush NOW $199 TM F16 TQS NOW $115 
ATI Xpert at Play 8MB NOW $219 CH PC Gamepad NOW $19 Joyswitch NOW $42 TM F22 Pro NOW $134 
Altc ACS55 Spker Sys NOW $152 CH Pro Pedals NOW $80 Ltech Cyberman2 NOW $99 TM FLC F16 System NOW $108 
Altec ACS PwrCbe Pls NOW $142 CH Pro Throttle NOW $102 MS Sidewinder FF ProNOW $148 TM Game Card NOW $25 
BOCA 56K F/M Int NOW $109 CH Racing Wheel NOW $49 MS Sidewndr Prc Pro NOW $68 TM Millnm 3D Incptr NOW $69 
BOCA 56K SVD Int NOW $139 CH Reng WhI W/ Pdal NOW $85 MS Sidwinder Pro Pd NOW $39 TM Nascar Racng WhINOW $125 


CH F16 Combatstick NOW $60 


Creative Encore DVD NOW $339 


Nintendo PC 3D Jystk NOW $54 


TM Rage 3D Pad NOW $40 


CH F16 Fighterstick NOW $100 Diamond Monster 3D NOW $189 Sound Blaster 64 Gid NOW $189 TM Rudder Contr Sys NOW $103 
CH Force FX NOW $95 Diamond Stealth 2 NOW $115 Sound Blaster 64 Val NOW $99 US Robotics 33.6 Int NOW $136 
| COMPUTER GAMES: 3D ACTION 

‘Battlezone 03/98 $48 Duke Nukm3D Atom NOW $34 — Nighmare Creatures NOW $36 Sin 03/98 $49 
Chromoform 02/98 $46 Fallen 01/98 $41 Nightfall 02/98 $44 SpecOps 02/98 $48 
Crypt Killer 01/98 $46 Gatherer 02/98 $42 OutWars 02/98 $48 Star Trk Frst Contct 05/98 $48 
Daikatana 04/98 $44 Golgotha 03/98 $48 Postal NOW $34 Terra Victus 02/98 $48 
Dark Forces Jdi Mssn01/98 $32 Gun Metal 03/98 $44 Postal Level Editor 01/98 $48 Tomb Raider 2 NOW $38 
Dark Frces Jedi Knght NOW $50 Half Life 03/98 $48 Prey 08/98 $50 Trespassr Jrssic Park 03/98 $48 
Dark Vengeance 03/98 $45 Hammer Strike 04/98 $46 Profiteer 03/98 $45 Turok Dinosr Huntr 2 02/98 $46 
Dead Unity 04/98 $45 Hexen 2 NOW $47 Requiem 04/98 $46 Unreal Add-On 05/98 $19 
Defiance NOW $39 Hexen 2 Hexmaker NOW $29 Shadow Warrior NOW $42 Unreal Level Editor 06/98 $32 
Duke Nukem Forever 06/98 $48 Mortal Revenge 03/98 $44 Shadows of Empire NOW $51 Vigilance 01/98 $42 
eS COMPUTER GAMES: SPORTS | 
3D Ultra Mini Golf NOW $42 Hardball 6 01/98 $46 Links LS Valhalla NOW $17 PGA Tour Golf Gold NOW $19 
Baseball Mogul NOW $44 Jack Nicklaus Golf5 NOW $39 Madden FB 98 NOW $45 Pro Golf 02/98 $42 
Brunswicks Bowling 01/98 $39 Legends of FB 98 NOW $39 NBA Action 98 NOW $42 Triple Play 98 NOW $45 
Extreme Street Hckey 01/98 $42 Linkls Course Libr 4 NOW $19 NBA Live 98 NOW $45 Trophy Bass Deluxe NOW $47 
FIFA Rd Wrld Cup 98 NOW $46 Links LS 98 NOW $33 NCAA Football 98 NOW $45 VR Baseball 97 NOW $29 
FPS Baseball 98 NOW $28 Links LS Cng Ctry ClbNOW $17 NHL Breakaway 98 NOW $42 Worldwide Soccer 98 NOW $39 
FPS Football 98 NOW $29 Links LS Davis Love NOW $25 NHL Hockey 98 NOW $45 3D Screen Savers NOW $9 
FPS Golf Bundle NOW $39 Links LS OakInd Hils NOW $17 NHL Power Play98 NOW $34 ScreenToyz Latrina NOW $9 
FPS Skiing NOW $47 Links LS Pelican Hill NOW $17 PBA Bowling 2 02/98 $35 ScreenToyz Stitch NOW $9 
FPS Trophy Bass RvrsNOW $48 Links LS Valderrama NOW $17 PGA Tour Class Crs 1 NOW $19 ScreenToyz TNT Tad NOW $9 
| COMPUTER GAMES: ADVENTURE 

Abe's Odysee NOW $44 Dark Camelot 03/98 $48 Myst NOW $23 Star Trk Str Fit Acad NOW $48 
Alien Earth 03/98 $45 Dark Earth NOW $39 Neverhood NOW $50 Starship Titanic 02/98 $48 
Alien Intelligence 03/98 $45 Dawn of Darkness 03/98 $44 Obsidian NOW $35 Str Trk Sert Vicn Fry 03/98 $48 
Armed and Delirious NOW $45 Demon Isle 01/99 $48 Of Light & Darkness 02/98 $45 Temujin NOW $45 
Asheron's Call 02/98 $48 Freddi 3 02/98 $29 Overseer ° 01/98 $43 Trial 01/98 $44 
Badlands 02/98 $48 Grim Fandango 06/98 $48 Patriot Games 02/98 $48 Twinsen's Odyssey NOW $44 
Beavis Butthd Virt St NOW $29 Journeyman Projct 3 01/98 $48 Redguard 02/98 $54 Ubik 02/98 $42 
Black Dahlia 01/98 $46 KQ8:Mask of Eternity 06/98 $48 Return to Krondor 02/98 $45 Warcraft Lord of Clns 06/98 $46 
Blade Runner NOW $53 Last Express NOW $32 Space Quest 3000 01/98 $45 Zork: Grnd Inquisitor NOW $43 
Curse of Monkey Isle NOW $39 MTG:Duels Pinswikrs 02/98 $46 Star Trek Birth Fed 05/98 $52 Zork:Nemesis NOW $29 
| 

| HINT BOOKS | 
Age of Empires NOW $15 Dark Forces 2 NOW $16 Land Lore 2 NOW $14 Return to Krondor 02/98 $16 
Battlespire 01/98 $17 Diablo NOW $16 Lords of Magic NOW $16 SWAT 2 02/98 $16 
Best Action & Arcade NOW $15 East Front NOW $18 Mechwarrior 3 02/98 $16 Sid Meiers GettysburgNOW $18 
Best Adv & NOW $15 Flight Unlimited 2 NOW $16 Might & Magic 6 04/98 $16 SimCity 3000 03/98 $16 
Best Sim Games NOW $15 Flying Nightmares 2 02/98 $16 Myst 2: Riven NOW $16 Starcraft NOW $16 
Best Stratgy & War NOW $15 Half Life 03/98 $16 Myth NOW $16 Steel Panthers 3 NOW $16 
Blade Runner NOW $18 Heavy Gear NOW $18 Overseer NOW $16 Ultima Online NOW $16 
Civilization 2 NOW $16 Heroes M&M 3 07/98 $18 Populous 3 03/98 $16 Unreal 04/98 $16 
Curse of Monkey Isle NOW $16 Hexen 2 NOW $16 Quake 2 NOW $18 Wing Commander5 NOW $16 
Daggerfall Chronicles NOW $23 King's Quest 8 06/98 $16 Red Baron 2 01/98 $16 Zork: Grand Inquisitr NOW $15 
| 2 

| : COMPUTER GAMES: ADULT 

Adult Image Lib 2+ NOW $29 Domin-A-Trix 2 NOW $24 Latin Lust NOW $24 Space Sirens 2 NOW $34 
Bankok Beauties NOW $29 Dream Machine 2 NOW $49 Nightwatch Int 3 NOW $39 Strip Fighter NOW $40 
Busty Babes 4 NOW $39 Duke Screw'em NOW $49 Outpost 69 NOW $40 Strip Poker Pro 2 NOW $39 
Cabin Fever NOW $34 Elite Models 4 NOW $19 Romsoft Six Pk 2 NOW $36 Tabloid Beauties NOW $29 
Celebrity Nudes NOW $19 Erotic Playground NOW $9 Ropes & Chains NOW $19 Tokyo Nightlife NOW $49 
Crystal Fantasy NOW $39 Fantascenes 3 NOW $39 Sex Castle NOW $29 Ultimate Tokyo NOW $29 
CyberXperience NOW $39 Girlfriend Donna NOW $44 Sex With Asia NOW $39 Ultra Vixen NOW $49 
Deep ThrtGri4Pk NOW $49 Jade Palace NOW $29 Sex with Rocky NOW $42 Village Collection NOW $29 
Diva X NJ NOW $39 Japan Interactive NOW $49 Seymore Six Pack NOW $39 Virgins 3 NOW $39 
Diva X: Kaoru NOW $39 La Blue Girl 4 NOW $19 Shock:The Game NOW $49 Virtual Veronica NOW $48 
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COMPUTER GAMES: STRATEGY 


TITLe RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE Price TITLE RELEASE PRICE 
10 Six 01/98 $35 Corsairs 01/98 $43 KKND Extreme NOW $38 SimSafari 03/98 $35 
1830 RR/Rbbr Baron NOW $34 Creature NOW $34 LEDWars 02/98 $42 Soldiers at War 02/98 $43 
7th Legion NOW $35 Dark Colony NOW $43 Liberation Day 02/98 $36 Spaceward Ho! 4 NOW $24 
AD&D Birthright NOW $27 ark Omen 03/98 $39 Lords Realm 2 NOW $29 Speed Tribes 04/98 $48 
Adhara 3 NOW $45 Dark Reign Futre War NOW $43 Lords Realm 2Ex Pk NOW $25 Star Command Dluxe NOW $44 
Admral Ancient Ships 02/98 $46 Dark Reign MP 1 02/98 $29 Lords of Magic NOW $39 Star Nations 06/98 $46 
Advancd Civilization NOW $39 Deadlock 2 02/98 $46 M Gathrng Battlemge NOW $36 Starcraft Expansion 03/98 $30 
Afterlife NOW $29 Dominion Storn 03/98 $44 MAX NOW $19 Starcraft 01/98 $48 
Age of Empires NOW $46 Dune 2 NOW $13 MAX 2 03/98 $48 Stars NOW $38 
Army Mer 03/98 $46 Dungeon Keepe NOW $39 Magic Spells of Anct NOW $28 Starship Troopers 05/98 $46 
Blood & Magi NOW $19 Dungn Kpr Dpr DngnsNOW $19 Mass Destruction NOW $38 Steel Legions 05/98 $42 
C&C NOW $29 Earth 2140 NOW $32 Master of Orion 2 NOW $25 Stellar Frontier 06/98 $44 
C & C 2: Therium Sn 06/98 $48 Emperor Fadng Suns NOW $29 Mechcommander 05/98 $48 Stratosphere 02/98 $46 
C & CCovrt Oprtions NOW $22 Enemy Nations NOW $29 Mission Nexus Prime 01/98 $48 Submarine Titans 05/98 $44 
C & C Gold W95 NOW $39 Entrepene NOW $38 Missn Fre:Cybrstrm 204/98 $42 Syndicate Wars NOW $45 
C&CRAAftermath NOW $22  Evolut 1/98 $34 Navy Strike NOW $34 Theme Hospital NOW $42 
C&C RAChnter Strke NOW $2 Extreme Ta 2/98 $49 Netstorm NOW $34 Total Annihilation NOW $39 
C&C Red Alert VOW $48 Fantasy Gene W $34 New Order 04/98 $48 Tycho Rising 03/98 $44 
C &C Sole Survivor NOW §$29 Fragile Allegia OW =S$46 Jutpost 2 NOW $34 Ultimate Civ 2 03/98 $48 
Caesar 2 NOW $28 Freedom in Galaxy 09/98 $42 Pax Imperia 2 NOW $32 Uprising NOW $40 
Capitalism Plus NOW $43 Frenzy 02/98 $44 Plague 04/98 $42 WarBreeds 01/98 $48 
Captives 02/98 $40 Heist 02/98 $44 Politika NOW $43 WarGames 02/98 $46 
Cave Wars NOW $19 Heroes M&M 2 NOW $26 Ragged Earth 01/98 $34 WarSport 02/98 $44 
Chaos Island 01/98 $46 Heroes M&M 2 Ex Pk NOW $19 Reach for Stars 2 02/98 $48 Warcraft 2 NOW $25 
Civ 2 Fantasy Worlds NOW $27 Heroes M&MW95 NOW $19 Return Fire NOW $37 Warcraft 2 Add On NOW $19 
Civilization NOW $19 Hidden Wars 01/98 $48 Risk NOW $39 Warlords 2 DIx NOW $41 
Civilization 2 NOW $38 History of World NOW $39 SWAT 2 01/98 $48 Warlords 3 NOW $36 
Civilization 2 Scen NOW $26 Hollywood Mogul VOW $39 Semper Fi 02/98 $47 Warwind 2 NOW $34 
Clay Warfare 02/98 $45 Imperialism NOW $38 Sentient NOW $39 Wisdom of the Kings 02/98 $46 
Command HQ NOW $18 Imperium Galactica NOW $32 Sentinel Returns 03/98 $45 Wooden Ship Iron Mn NOW $39 
Cong New World DIx NOW $24 Incubation NOW $39 Settlers 2 Gold NOW $38 Worms 2 01/98 $39 
Conquered Kingdoms NOW $19 Infinity War NOW $48 Seven Kingdoms NOW $36 X-Com Apocalypse NOW $34 
Conquest Earth NOW $37 Jaggd Allnc Ddly GmeNOW $19 Shattered Nations 03/98 $46 X-Com Terr frm Deep NOW $19 
Constructor NOW $42 Jagged Alliance 2 03/98 $48 Siege 05/98 $48 X-Fire 02/98 $48 
aan 7 =F | 
COMPUTER GAMES: WAR 
Achtung Spitfire NOW $36 Battlegrnd Wate rloo NOW $28 Great Battls Alexn dr NOW $32 Prelude to Waterloo NOW $39 
Afrika Korps 04/98 $42 Civil War Generals NOW $48 Great Bttles Napoleon08/98 $47 Sid Meier's Gettysbrg NOW $45 
Aide de Camp 2 NOW $44 Close Combat 2 NOW $46 rt Bttls of Hannibal NOW $36 Steel Panthers 3 NOW $29 
Battle of Bulge 03/98 $42 Close Combat NOW $38 Harpoon 97 NOW $44 TACOPS 98 02/98 $40 
Battlegrnd Antietam NOW $29 Dcsve Battls of WWI| NOW $42 Man of War NOW $34 Tank Resistance 202402/98 $39 
Battlegrnd Bulge NOW $28 East Front NOW $42 Napoleon in Russia NOW $34 Third Reich NOW $39 
Battlegrnd Bull Run NOW $42 Fifth Fleet NOW $39 Over the Reich NOW $32 Tigers on Prowl2 =NOW $42 
Battlegrnd Gettysbrg NOW $29 Final Liberation NOW $42 Pacific General NOW $29 V Victory Bundle NOW $28 
Battlegrnd Mid East 05/98 $42 Flight Commander 2 NOW $39 Panzer Commander 06/98 $45 Whistling Death 02/98 $40 
Battlegrnd Shiloh NOW $30 Great Battles Caesar 03/98 $46 Panzerblitz 03/98 $42 Zulu War NOW $29 
BOARD GAMES 
1870 NOW $40 Battletech NOW $21 Field Command NOW $30 Samurai Swords NOW $35 
ASL Solo Rules NOW $29 Breakout:Normndy NOW $23 Fields of Glory NOW $19 Scrabble Dix NOW $39 
Adv Squad Leader NOW $38 Britannia NOW $19 Fire in the East NOW $58 Settlers of Catan NOW $30 
Adv Third Reich NOW $38 Car Wars Deluxe NOW $21 Go NOW $22 Squad Leader NOW $23 
Age of Renaissanc NOW $42 Chancellorsville NOW $34 Great War at Seat NOW $32 Star Fleet Battles NOW $25 
Air Baron NOW $30 Civil War NOW $20 Hannibal NOW $32 Third Reich NOW $19 
Ancient Empires NOW $29 Civilization NOW $29 History of World NOW $27 Titan: The Arena NOW $17 
Axis & Allies NOW $35 Colonial Diplomcy NOW $42 Hobbit Adventure NOW $29 Tracks to Titicaca NOW $42 
A&A Dalehie WW2 NOW $14 Days of Decision2 NOW $42 lronsides NOW $28 Trainsport Austria NOW $17 
Axis & Ally WW2 NOW $38 Deluxe Diplomacy NOW $42 Lionheart NOW $35 Viceroys NOW $22 
Balkan Front NOW $26 Die Hanse NOW $39 Necromunda NOW $65 Warhammer 40K NOW $65 
Battle for N Africa NOW $32 Diplomacy NOW $19 Rail Baron NOW $23 Warhamr Fantasy NOW $65 
Battle Forgttn War NOW $42 Empire Builder NOW $25 Rebel & Redcoat2 NOW $25 We the People NOW $29 
Battles of Alexandr NOW $33 Empires in Arms NOW $27 Robo Rally NOW $33 World in Flame DIx NOW $90 
ROLE PLAYING GAMES 
AD&D DM Guide NOW $20 Conspiracy X NOW $20 GURPS Mecha NOW $15 Robotech NOW $11 
AD&D MonstrMni NOW $20 Cyberpunk 2020 NOW $17 Heavy Gear NOW $25 Shadowrun NOW $20 
AD&D Player Hdbk NOW $26 Deadlands NOW $27 Macross 2 NOW $11 StarWars Revised NOW $25 
AD&D Skill & Powr NOW $17 Great Rail Wars NOW $39 Mage 2nd Ed NOW $21 Toon Deluxe NOW $16 
rai Spell& Mgc NOW $19 Earthdawn NOW $18 Mechwarrior NOW $13 Traveller NOW $24 
Ars Magica 4th Ed NOW $26 Fading Suns NOW $22 Nephilim NOW $18 Vampire Dark Age NOW $24 
Call 7 Cthulhu NOW $18 GURPS Autoduel NOW $15 Palladium Fantasy NOW ~s Vampire 2nd Ed. NOW $24 
Changeling NOW $29 GURPS Goblins NOW $18 Rifts NOW Warhamer Fantasy NOW $19 
COMPUTER GAMES: ROLE PLAYING ER! 
Arena Deluxe NOW $47 Final Fantasy VII 04/98 $48. aitas CAME CFF 
Battlespire NOW $51 Forsaken 01/98 $39 
Betrayal in Antara NOW $35 Lands Lore Grdns Dst NOW $48 Spend the specified amount on any in stock software and 
Buccaneer NOW $34 Legcy Kain BldOmn NOW $40 ste a He poet a a By ibd ced Dantas 
Dark Project 02/98 $49 Realms of Haunting NOW $39 must be made at time of or ef wher Oot Of M Silk SOnWarD 
Diablo NOW $37 Rims Ark Shadw Riva NOW $29 only, while supplies last. Valid through March 28,1998. 
Diablo 2 07/98 $49 Septerra Core 01/98 $48 SPEND $60 
Diablo Hellfire NOW $26 Shadows of Death 03/98 $43 Bridge Olympiad 3.5, Casino Gambler Kit 3.5, Disciples of Steel 
Die By the Sword 03/98 $48 Star Trail NOW $29  |CD, ESPN Sports Shorts CD 
Dragon Lore 2 NOW $36 Star Trk Final Unity NOW $32 
a Scrolls 2 NOW $39 Swords of Heroes 10/98 $46 SPEND $100 
3 ; Riddle Master LUu CD, Return of the Phantom 3.5, Total 
Eldr Serlls Mrrowind 02/98 $54 Ultima 8 Pagan NOW $15 Mayhem CD, Simon the Sorcerer 3.5 
Elric 04/98 $45 Ultima 9 Ascension 06/98 $52 
EverQuest 04/98 $44 Ultima Online NOW $53 SPEND $200 
-R Descent Undermtn NOW $42 Wizardry 8 04/98 $48 Air Combat Pacific 1942 3.5, Alone in the Dark 3.5, Wolf CD, 
Fallout NOW $45 Wizardry GoldW95 NOW $19 _ |Star Trek Judgement Rites 3.5 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release schedules 
and shipping times are Set not guaranteed, and subject to ara at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced with U.S. Mail 
same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” 7 
placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each United States order will 
(include a 12-month subscription starting with the Feb. 1998 issue ( 
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while supplies last) of Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. 


‘SIMCITY 3000’ Immerse yourself in a total 3D environ- 
ment with hundreds of new buildings to choose from, 
full navigational control, and sophisticated microsimula- 
tors allowing for detailed control over business and 
other facilities. 

Maxis (Strategy) 

Release Date: 3/98 PC CD $54 


‘POPULOUS: THE THIRD COMING’ Large strategies can 
be planned and enacted from fully playable global view. 
Various terrain varieties(mountains, oceans, aerial 
views) impose different challenges on your warriors as 


you lead them into battle. 
Electronic Arts (Strategy) 


Release Date: 2/98 PC CD $45 


‘STAR WARS REBELLION’ A Star Wars fantasy come 
true, with 55 characters and real-time play. Strategy 
portion lets players manage manufacturing, fleet deploy- 
ment and mission assignments. Innovative real-time 3D 
tactical component lets players micromanage battle 
sequences. 

Lucasarts (Strategy) 

Release Date: 2/98 PC CD $52 


‘MYTH’ is a tactical level game of fantasy warfare, with 
unprecedented realism and detail. Seasons change 
during the course of the game, affecting tactical deci- 
sions. Real 3D terrain, dynamic lighting, and tricky 
artificial intelligence. 

Bungie (Strategy 

Release Date: NOW PC CD $39 


‘GUARDIANS: AGENTS OF JUSTICE’ The year is 2091. 
You are the head of the Star Council, dedicated to bring- 
ing order back to the world. Move through randomly 
generated, multi-level, isometric combat maps while 
fighting powerful villians. 

Microprose (Strategy) 

Release Date: 3/98 PC CD $48 


‘TEX MURPHY:OVERSEER’ A riveting script and stellar 
cast. High color 3D “Virtual World” environment, movie 
quality 30 fps video, unique characters who respond to 
your words and actions. Two levels of play, for expert 
gamers and first-time adventurers. 
Access (Adventure) 
Release Date: 1/98 
PC CD 


TEX MURPHY 


iW @ ish ae 


PAN LER 
GENERAR 


‘PANZER GENERAL II’ contains enhanced multimedia 
footage and scenario briefings. Also, all new campaigns, 
play some from the Allied side. New interactive terrain 


reflects battle damage. Multiplayer support. 
SSI (War) 
Release Date: NOW PC CD $34 


‘BALDUR’S GATE’ is set in the legendary Forgotten 
Realms campaign world. Uses a transparent interface an 
gameplay that uses a real-time modification of the ADD 
rules system. There are over 60 monsters to fight, you 
control a party of six each with unique abilities 
and personas. 

Interplay Naegag Eta 

Release Date: NOW PC CD $45 


‘OF LIGHT AND DARKNESS’ Once every thousand 
years, gates open between the waking world and the 
realms of dream time, offering opportunities to those 
who dare, to save humanity from extinction. Now is the 
time to stop catastrophes that could usher in a thousand 
years of darkness. 

Interplay (Adventure) 

Release Date: 2/98 PC CD $45 


‘MYST 2: RIVEN’ will provide an exploration experience 
through a new world filled with 7,000 images, over an 
hour of animation and original music, requiring acute 
skills of observation. 

Broderbund (Adventure) 

Release Date: NOW PC CD $46 


‘MIGHT & MAGIC VI’ The Mandate of Heaven, the 
newest M & M edition contains an integral time 
clock with multiple plots and story lines. Unique ‘skill 
based’ character development and over 1000 miles of 
Virtual terrain! 

3D0/New World arg 

Release Date: 4/98 PC CD $49 


‘LANDS OF LORE Il’ You are Luther, cursed son of the 
Sorceress of Darkness, exploring treacherous lands in 
search of ancient magic, a Super power that will release 
you from your vile birthright. 

Virgin (Roleplaying) 

Release Date: NOW PC CD $48 


Standard Priority 
US Mail 
10 Day 2-3 Da 
charge is charged once per order Per Order $1.00 $2.00 
Per Shipment $1.25 : 
Per Item $0.75 


You like us, you really do 

| was disturbed by the letters to the editor 
section in the January issue [CGS+ 86]. | find 
it unfortunate that it is becoming more and 
more difficult for magazines to write nega- 
tive reviews. 

One of the reasons | buy your magazine is 
that you are one of the few magazines that 
seems willing to print negative reviews. In 
other magazines, | generally have to read 
between the lines to find the flaws in games. 
Personally, | find negative reviews to be 
much more informative than positive 
reviews. In either case, | applaud your editor- 
ial decision to try to include discussions of 
both good and bad points in each review. 

When | am debating whether or not to 
purchase a game, | am almost always well 
aware of its positives. What | want to know 
are the negatives. Do the elements mesh? Is 
the interface annoying? Are there any issues 
or bugs that disrupt gameplay? 

The fact that a game gets a negative 
review does not mean that | won't buy it. I’m 
perfectly capable of evaluating the problems 
that a review mentions. Sometimes those 
problems are very important to me, while 
other times they are not. | remember a 
mediocre review of Master of Magic. | read 
the review, decided that the criticisms were 
not on issues that were important to me, 
and purchased the game. | loved it! 
Conversely, the negative issues raised in 
Ultima Online are crucial to me. 

| feel that it is unfair to criticize a review 
for being overly negative. All reviews are, by 
their very nature, subjective. Clearly any 
game has its followers—a negative review 
does not diminish those players’ enjoyment. 
Instead it serves to highlight one person's 
opinion and concerns. Readers should evalu- 
ate those concerns with their own biases in 
mind to determine whether they would 
enjoy the game. There is no profit in blasting 
every review that criticizes a game that you 
enjoy. The reviews provide information, and 
they are only one avenue of information. If 
read in context, they are a valuable resource. 
Please do not change your policies. 

Allan Shampine 
Via Internet 


| just want to say thanks for all the great rat- 

ings you all put out. | have noticed that in 

recent issues you have been catching a lot 

of flak about your ratings being so poor. | for 

one don't think | have ever been let down 

by your ratings. For that | am very thankful. 
Richard J. Moore 

Via Internet 


| am continually impressed by your maga- 
zine. | read the letters to the editor every 

month and notice a lot of people bashing 
you for negative reviews. | personally find 


them extremely useful, and would rather 
read a review that pointed out as many 
faults as possible instead of one that kissed 
the butt of some company and glossed over 
any potential or real problems as being 
insignificant. | feel that your style of review 
lets me make my own decisions. So for my 
money | say keep up the good work and 
thank you for a quality product. 

Mark A. Wedor 

Via Internet 


After getting your mag for the last six 
months, | have canceled my subscription to 
PC Gamer. Your magazine hits the nail on 
the head when reviewing games. Keep up 
the good work! 
Brian ‘Ripone’ Nelson 
Via Internet 


| just renewed my subscription. Your game 
reviews and demos are by far the best avail- 
able and the best value. Now let me go 
camp out by the mailbox and wait for next 
month’s issue. 
Louis W. Schermerhorn 
Via Internet 


We don’t suck 

I'd pretty much avoided game magazines. 
I'd occasionally buy one and not be too 
impressed... until now. 

| bought a copy of the January issue of 
CGS+. Good reviews, low hype. The paper's 
kind of nice too. Simple layout. It’s nice to 
see a magazine that has lots of reviews— 
with other mags you have to play hide and 
go seek to find the handful of reviews for 
that month. 

And you gave a two-star rating to Ultima 
Online. | also enjoyed the pathetic letters 
attempting to defend that game. It remind- 
ed me of the posts on the Usenet news- 
groups defending Daggerfall (anyone who 
didn’t like it was devoid of imagination, it’s a 
“work in progress,” there are been patches, 
blah blah). 

In any case, I’m putting in my subscription 
to CGS+, the computer gaming magazine 
that doesn’t suck. 

Micheal (Chris) Keane 
Via Internet 


Can we quote that last sentence? —ed 


Big all over the world 
Greetings from England. 

| discovered a copy of Computer Games 
Strategy Plus at my local newsagent. | was 
intrigued firstly by the title and secondly by 
its apparent content. | was unable to flick 
through the magazine because of the plastic 
envelope covering it but bought it on 
impulse. I’m glad | did. 

| found the magazine a great read cover- 


ing many of the areas of computer gaming 
I'm interested in; flight sims (especially com- 
bat) and war games. Not only that but your 
writing style treated the reader as a sensible 
human being. A refreshing change from typ- 
ical British gaming magazines that seem to 
treat most computer gamers as mindless 
morons susceptible to a cheap laugh at 
juvenile humor. As a mature gamer (45), | 
like to read sensible and well-constructed 
articles. And these | found in your magazine. 
| shall certainly be keeping a look out for 
future issues over here and look forward to 
reading many more constructive, interesting 
and informative articles. | shall certainly be 
singing your praises to my fellow mature 
gaming friends. 
Anthony Harratt 
England 


Thinking about Riven 

| continue to appreciate your magazines 
dedication to think. You think and express 
your opinions on thinking-type games and, 
most important to me as a consumer, you 
think about the way thing really are. You 
have even, to my delight, encouraged 
thought about how they could be better. 
Thanks. 

Loved the review of Riven and your hon- 
esty and candidness in your reviews when | 
see it. 

Rob Callicotte 
Via Internet 


| totally agree with your review on Riven. I'm 
glad there is still a magazine that will give a 
good game a good rating. Keep up the 
good work. 
pssoccer7@aol.com 
Via Internet 


Men of few words dept. 
Hey! I’m just writing to tell you that | really 
think your magazine is QL! 
Harold 
Via Internet 
Uh, it’s kewl you think we’re QL. -ed 


Corrections: The preview of Extreme Tactics 
[CGS+ 86] incorrectly stated that Media 
Station was formed by ex-Disney employ- 
ees—they merely do contract development 
work for Disney. The fact-checker responsi- 
ble has been forced to watch Mr. Magoo 24- 
7 for an entire month. In the article “Five 
Kings Gather for Battle” [CGS+ 87], we mis- 
spelled the name of MicroProse’s Scott 
Spanburg. We’ve removed the fact checker’s 
right index finger as punishment. Finally, 
due to a printing error, the review of 
Madden NFL 98 [CGS+ 87] was printed in 
black and white. The rating should have 
been 1 1/2 stars. And the game really is in 
color. It’s mostly a lovely shade of green. 


COMPUTER GAMES 
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THE GREATORS OF 


fimo neaceteannsnRRlbnndgati. 


Ancient wisdom says it rocks. 
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TAKE You OurT oe } You’ve been warned. 


ae See TUNNELS www.eidosinteractive.com 


AND INTO THE 


Did you doubt that Lara would be back? 


VAST WONDERS OF 


SPACE. 


uate ae ae a ° 


Real time. Real Strategy. ai 


An epic adventure of good and evil. 


